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Take Control 



c?: 




Tow wro Link; hero, horse rider, fisherman, and slayer 
of shadow beings. Hyrule's destiny is in your hands. 


i 


» I k I kM M AJill 



The LegeniJ of ^elda; Twilight Princess requires use of borh the nunchuk and the remoie. 
Genera Ur the nunchuk allows rom to control Link's bod/ movement and the cam- 

erOn and the remote lets you use weapoivsand items. 


Nunchuk 


# 


Wii Remote 


I 


Ho (ding For right-handers 


CD 




(D 


• Move tan^eting 
reticle for toileted 
weapons and items 


SCREEN 


/■s 

S.X> 


* IWove camera (to first-person view) 


OJ 

Focus (Lock on) 


TalktoMidna (Hint) 


Swing vp/dDWft, ieft/right 


Lightly swing back and forth 




Perform action/conflrm 


Access overworld map 


«Toggle item-selection screen on/off 
* Skip cfit-scene (Press twice) 


toggle onscreen map on/off 
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Take Control 


Harness the Power of Man and Beast 



As vou estpiofe tfii& land ^nd ort mannef of foe, Link wilf iransfonn between a 

ynoni hero and a wolf, vou'll use stmilar cointrof schemes for both characters, with a few ’ 
varSations. The human Link is more nimble in the wav be moves, and he can manipulaie 




weapons and items. The canine uses special senses and carries a passonger, Midna, who 
has her own pov^rs. Midra's laugh (hoard on the remote's speaker) signats that she has 
advice or help to offer you. 




T B 


m IT 


Get Moving 

The nirnchuk's Control Stick triggers Link's general movements. The control diagrams that 
accompany each of the following move descriptions show you hov/ to manipulate the Control 
Stick and additional buttons. 


Got to Walk Before You Can Crawl 

Link Jogs at a healthy pace asvou manipulate the Control Stick in the desired direction. Press A 
to make him roll, when you reach small lunnols^ press a to make the hero crawl. Press I to 
make the camera swing behind him at any time. 




Know Your Limits 

Link can walk on even ground and cm certain slopes. On some steep slopes he can start up but 
will soon slide dotvn. Other si opes are too steep for him to even try climbing. 




































































step Up 

Link can step onto short platfornis and walls, and pull himself up onto taller objects. All you 
have to do is move the hero to the object. He'll slop for a moment when he reaches it^ bill if you 
continue pushing him in the same direction, he'll step up or dimh. 







Take a Flying Leap 


Link is capable of jumping over some gaps. Rm him past the edge to make him jymp automati¬ 
cally, If the gap IS narrow enough, he'll land on his feet well past the edge on the other side. 



Jump and Grab 

In some cases, the ptalform tliat you want Link to jump to is higher than the starting platform, if 
the gap between the platforms is narrow enough, link will jump, grab Ihe edge on the other 
side, and pull himself up. 
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Take Control 

_ 



Leap Left, Leap Right 

When ypur ehemiei aitack, it pays tP be able IP get PUi of the way. A sidestepping jump lieeps 
youf foes guessing. Press and hold Z, hold left or right on the Control Stitk, then press A on 
the remote. 



w + 






Flip Out 

A backflip works similarly to Link’s sidestepping jump. Hold Z to correct the camera, hold down 
on the Control Stick, then press A, Vbn'll watch link fly back, flip, anc( land on his feet. 
































































Come in for a Landing 

Link can j'unipoff any le-dg?. If the drop is shoru he'it ifiod gracefully, if It's long and he lands 
SQLFare on his feet. Link imII take a little damage. 



I 


Jump, Tuck, and Roll 

By rolling after a long drop. Link can avoid a hard landine. Press away from the ledge with 
the coittrol stick to have Link continue to move forward mid'dror- The hero ivill absorb the 
impact v/ith a smooth maneuver. 
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TakeCoittrol 






Push Up and Out 

Climbine ouE or a (wol ora patch of quictfsand is similar to climbing onto an object. Guide Link to 
the edge of the poo! and keep pushlngto ha^^ him climb up to dry land. 






Wall-Crawl 

Some vertical surfaces, such as vine-covered walls arKf. nets, are scalable. Push toward the watl to 
start climbing, If the scalable surface is out of Link’s reach (as in the illustration), he won't climb. 




Hang in There 

if yoii walk slowly off a ledge^ Link will drop, then grab onto the ledge. A solid wall below will give 
him (dothokfs:; without a wall, he’ll dangle. Press left or right to have Link move along, the ledge. 
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Viitien a situation calls for a special type of interaction, the A Button is usual lyycnjf answer. Most of the time, when a simple button press is required 
an A Sutton rromptwill appear, In o4 her situations, you'il use the Control Stick in conihinatk>n with the A Button (oputl off A more complex move. 



Press A 

Walk up to a small object and 
press A [O' pick it up. Press A 
again to set it down, Run, then 
press A to throw ihe object , if an 
item IS too large to carry but you 
can Still push it. press A to holct 
onto it, then push with the 
Control stick. The A Button also 
allows you to open doors, crawl 
into small spaces, talk to charac¬ 
ters, open chests, and read signs. 







The real strength of Wii control is motion sensilivtly. Most of Link's fighting moves take advantage of that feature. While Link is swinging. 
Spinning, and pulling off special techniques, you'll be participating v/ith similarly active maneuvers. 


Slice 

Think of the remote as the hilt of Links sword. Move it left and right or up and down with 
a slicing motion. (Alternatively, vbti can target and svring to do vertical slices.} The hero 
will respond with his own sworct swipes. If he doesn't have his sword" drawn when you 
start swinging, he'll draw it auldmaiically. 




Spin Attack 

Link's spin attack is a full*bcdy move, shake the nuncliuk quickly left and right . The hero will 
turn 360 degrees in a split second, his sword hitting every target within range. After the 
move, a spark wiH travel from the sword base to tip, indicating Link is ready to swing again. 
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7'ake Contrvi 


Jump Attack 

Leaping fooivartf then using aIJ iiis weight to bring the sword down. Link is capable of dealing a lot of damage with his jump attack. Press and 
hold Z to target the closest eneoiy. then press A to leap and attack. The move is about four limes the strength of a standard slice. 






Link can surprise his enemies 'with a powerful sialAinig move. Press and hold Z to home in 
Oft your target, hold up on the control Stick, then slice wit h the remote. The hero wifi 
respond by making a thrusting motion. 




YOU can discover seven hidden skills over the course of your adventure by visiting Howling stones (in your canine form), then locating a golden 
wolf in your human form. Thetvolf wilt turn into a soldier then teach you a new move. You can go to the Howling Stores in any order, but you’ll 
learn the moves in a strict progression. 


First Skill: Ending Blow 

The first hidden skill thai you'll learn is a finishing move. After you've managed Lo stun 
your target with a few standard blows, target the beast on the ground by holding Z, then 
press A. Your enemy won't have a chance as Link leaps, then plants his sword. 
















































































Second Skill: Shield Attack 

The Shield Attack is useful fo>r stunning enemies anti knocking enemy projectiles back to 
iheif source. While Z-largetingan enemy, thrust the itunchuk forward; Link will iunge with 
his shield, strikirug t he targeted foe and thus leaving It vulnerable to attack. 




Third Skill: Back Slice 

Some enemtGS are heavily arnioreti fn front; use the Back slice lo strike their vutnerable 
backsides. Target an enemy with the Z Button, then hoJd left or right on the ControJ Stick 
and hrt Aonce to sidestep, then quickly hit A again to roll, and swing the remote to attack. 


d] + <©► + ® + (a 




Fourth Skill: Helm Splitter 

vou'll need the Helm splitter lo pierce sorrto enemies' defenses. First strike an enemy with 
the shield Attack to stun it. then press the A Button to pounce over the enemy and strike it 
on the head. Follow up the Helm Splitter with additional attacks to nriawniize the effect. 
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Fifth Skill: Mortal Draw 

The Mortal Draw is easy tooiecute, but it can leavg you vulnerable- To iJ5.e this technique, 
sheath your sv^ortf and doni z-target enennies. As an enemy prepares lo strike, hit A. 
(youli see an onstreen tixlicaior} to draw your blade for a devastating surprise attack. 




sixth Skill: Jump Strike 

The Jump Strike is an even better version of Link's excei lent jumping attack. To activate the 
Jump Strike, Z-target an enemy then hold down the A Button until a glimmer goes up your 
bicde. Release A to perform a spinning jump attack that takes out all nearby Toes. 




Final Skill: Great Spin 

The fast hidden skill, the Grent Spin, is a vnrialion on the regular spin attack; it's more pov;- 
erful and possesses a much greater attack radius. However, you can use it only vdten your 
hearts are fulf. Ejecuie the move by shaking the nunchuk back and forth while at full health. 







































































































Targeting View 

When vQu're using iiem^ like the slingshot. Kero's Bow, Boomerang, end Claus-tiot, an 
over-ihe-shoulder perspecti'^e feis you aim vour shots mwe accurately. (The fairy cursor 
can also help you afm.) This technique is useful forliitting distant enemies or objects. 

Point and click 

After equipping an item that utill^s the targeting view, press and hold the B Buiton to wield 
the ttem. Point at the screen with the remote to aim the shot, and adjust vour view with the 
Control Stick on the nunchuk. Release B to hre, or press A to return to normal view. 





Hyrule is a huge place, but It's a breeze to navigate thanks to your trusty steed, Eporta, She'll gel you where you 
Vi/ant to go fast and can jump over obstacles. Like when youTo on foot, you can attack with your sword by swinging 
the remote, do a spin attack by shaking the n unchuk, lock onto enemies by press! ngz, and use items by hitting B. 



Giddy Up! 

After mounting Epona with A. 
press the Control Stick up, left, or 
right to move In that direction, 
and dash by pressing A. To slow 
Epona down, hold down on the 
Control Stick then press A to dis¬ 
mount. You can aiSiO attack by 
swinging the remote to do a 
sword stash, shaking the nijnehuk 
back and forth for a spin attack, 
and pressing fi to use your Items, 




Link gets the bobber-equipped fishing rod early In the game, its abilily to catch fish is limited since you have to 
use It from the sliore, but ii'$a great rod for beginners, while bobber-fishing, you can use bait such as bee 
larva to try to make a more desirable catch, 

sinking Feeling 

Equip the fishing rod to B and 
press the button to cast. When 
you see the bolbher submerge, 
pull the remote into an upright 
position. Voull get a message if 
tlic fish is biting. Continue ter hold 
the remote up to land the fish. 

YOU can use bait by equipping 
both the rod and bait, and press* 

Ing the Control Pad dfrection that 
the bait’s assigned to. 
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Afti?r Link saves Lanayru F^rovince, he'll have the opportunity to enjoy some relaxing lure-fishing at Hena's 
Fisning Hole. Lure-fisiiing is more complicated than bobber-fishing, and there are several lures to choose from. 


Fish On! 

Lure-fishing is performed from a 
boat, use the control Stick lo 
ntove the boat, then when you've 
reached a good fishing spot, 
press B lo ready your rod and 
use the Control Stick to aim. 
When vouYc facing the desired 
direction, hold A and raise the 
remote to an upright positron, 
therii srrapthe remote forward 
and release A to cast. 






Once the line has been cast^ 
attract fish by moving the 
remote from side to side. 
Before you cast, you can 
change lures to belter attract 
different types of fish. 



When you see a fish bite (look 
for the "set hook‘d signal at 
the bottom of Hire screen],, 
quickly snap the remote into 
an upright pesllmn to hcrok 
(he lish. Reel it In by holding 
the nunchuk sideways and 
making a circular reeling 
motion. If the fish jumps, 
tower the remote so it doesn't 
throw the hook, then raise it 
again wher^ it returns to ihe 
water. When Ihe fish nears 
Ihe boat and you see the 
onscreen prompt, press A and 
B logelher to land your catch. 




When Link gets transformed into a wolf, he loses Ihc ability to use his items, but Control ling his movements 
remains largely the same. Later in the game. Link will be able to change from man to wolf at will and use what¬ 
ever form best suits the situation. 



Walk on the Wild Side 

Evien though Link has changed forms, his morvenients are farniliar: simpiy 
use the Control Stick to move Link in the desired direction. Press a vrhiie 
the wolf is running to itiake h ini dash, if you dash into a v/all. you migh t 
knock soniethrn.g loose. 
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Four-Legged Climb 

Link has the same cllmtiifig abilities in canine form as he basin human form. He can walk up 
slopes of a certain! angle, but if an incline is too steep bell slide backward. If a slope is so 
sheer that it is practically straight up and dovm, the v/olf won'E; even attempt tp climl]. 





Rope Trick 

Having a low center of gravity, the wol f is able to balance on tightropes. As long as you guide 
him in a straighi (ine( he'll walk the rope v/ith case. 


Over the Top 

YOU may not want vour real-life pet toclimb on the furniture, but vou'lf be glad to kno^ivthat 
Link's wplf fprmi can climb onto any object that his human form can. Press forward with tite 
Control Stick, The v/olf vviii do the rest. 




Clear the Gap 

Like Link’s human form, the v/olf can jump over fairly wide gaps. Neither form is better at 
clearing a jump, but the wolf form i$ capable of landing more gracefully than tfie human 
form, without hanging over the edgie. 








































Taf<e Con trol 



Jump and Skitter 

svhen faced witfi a gap-spanning leap in which ihc second plaiform is higher than the first, the 
v/olf will grab onto the ledge with his front paws tlien poll himself up. 


Get out of the Pool 

Like human-fonn Link, the wolf is capable of climbing out of poofs and quicksand patches. 
Lead him to tlie edge then push him up onto solid ground. 






The wolf Link can carry off several simple interactions with aid f rom the A Button, just like 
the human Link. They include talking to other animals-even ones that might norntally be 
prey to a scarydooking wolf. 



Press A 

Press A to talk to critters, pick up 
small objects, and hold onto 
large objects. By manipula ting 
the Control stick, you can have 
the wolf push an object that he's 
holding onto. While you're wn-' 
n ing ou t in t he open, you'11 move 
just a little quicker with a short 
dash b</ tapping A. 



•!« ’il. 





wolf Link does another thing that you probably don't want your real-life pet to do. He digs. Press 
down on the Control Pad to have him scratch the surface. If you're using his canine senses to 
detect a prize In the dirt, you'll knovr ejiactly where to dig. 
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The basic attack moves for Link in ivolf Torm mirror tbe mo^'es Link inakes in humar form. There ^ 

are wolf- equi vgleot attacks for [be human's standard sfash, spin attack, a nd jump attack, I 


Bite 

You're one mean canine. Anvenemy Thai gets in voor way isgoirne lo have to deal with v&ur 
fangs. Slash fofiand rigfit with the remote as you would the sworcl to make the wolf lunge 
forward and hite hard. 



Spin Attack 

The human Link spins with 
his sword to slash all ene¬ 
mies that Surround him.The 
wolf hits the enemies with 
his body while he spins. 
Shake the ouncihuk left and 
fight to puli off the move, a 
sound from the remote indi¬ 
cates the spin attack is ready 
to use. 






Jump Attack 

Pouncing and going for the jugular is always a popufar move with vicious beasts. Wolf Link 
leaps and bit« after you Z*target an enemy then press A. in some situations the dog will 
hold onto the target, aliowingyou to press A repeatedly for a sustained attack. 
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Dealing with Dark Energy 

Midna and ca nine Link together on a speda I attack that h effective apinst shadow crea¬ 

tures. Press and hold B to create a dark energy force, targeting all enemies in iKedrcle. v^hen 
yem release thehtilien within the tmie limit. Link will attack every marked enemy in one move. 







lumin 


A heightened sense of smell and the ability to see in the dark allow canine Link to sense 
items, paths, and enemies that human Link cannot see. Press left or right on Itie Conirol Pad 
to initiate the wolf's senses. 

Seethe Unseen 


Midna is a mysterious creature with an odd sense of humor, when she laughs {by way of the 
rertioie'sspeaker), press upon the Conirol Pad to call» her. She'd offer advice or some 
other kind of help, Even if she doesn't laugh, $he usually has something to say. she can also 
warp yi^u portals. 


With senses engaged, your field of vision will be limited, but 
in the immediaie area-where you can see your surround- 
ifigs-you’ll be able to detect buried Hems, Poes, and the 
scents of certain targets. 





Dial Long Distance 

When you’re standing at the edge of a wide 
gap and Midna gets your attention with a 
chuckle, press upon the Control Pad: she'll 
fly across the gap. Hofd Z to target her and 
press A to leap to her, if she flies awa^-, press 
A again to make another Jump, 
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Tools of the Trade 

You’re never left empty-handed in a Legend ofZelda 
adventure, Here’s 




Lantern and Lantern Oil 




A gift from Lantern Oil sales- 
mani Coro, die lantern lights 
dark places, burns barr iers 
(such as spider webs)H and 
even wards av/av a poison¬ 
ous fog. Use it to light every 
torch you see. Torchlight can 
trigger special events. 
Lantern Oil keeps your 
lantern burning. Con5er\ie it 
by putting your fantern away 
when it's not needed. Buy a 
bottle of oil from Coro. 


Gale Boomerang 

Found in the Forest Tern pie. 
the Gale Boomerang pro¬ 
vides a [Wist on the classic 
Legend of zelda 
boomerang, ft creates mint 
tornadoes that spi n [ u rn- 
sllles and carry items. Vou 
can target as many as five 
objectswiih a single 
boomerang toss. 




Hero's Bow 

yyjien you want tO'defeat enemies or ilice ropes from a 
disiance. the Hero's Bow is your item of choice. Using the 
Wii remote, your shots are always dead-on. The standard 
guiverthit comes with the bov/ bolds 30 arrovrt. Two 
replacement quivers hold 60 and 100 arrov/s. Combining 
arroy/s With tximhs will give yqu explosive bomb arrows. 


Hawkeye 


Giving you the sharp vision of a bird of prey, the Hawkeye 
acts as a tefeset^e when i/ou use it by itself, and as a 
sniper's scope when you combine it with the bow. 


tr 


m 




Clawshot and Double Clawshots 

Similar to (he Hookshot, which dates back to A Link to (ho Past, 
the Clawshot sends out a Claw and a. chain then reefs, you in 
after it hooks onto certain objects, allowing you to cross 
wide gaps, climbtafi structures, and retrieve objects. 

The Double Clavrshoisgive you more grappling versatil¬ 
ity, letting you use one Clawshot to dangte from a spot 
while you use the olher one to grapple to another spot. 


spinner 


Iron Boots 

The Iron Boots cause you to move at a snail's pace. Luckily, 
you can take them off in an instant, 'When you're wearing 
the bools, you'll sink to the bottom Of flooded areas and 
stick to magnetic surfaces, you can even walk on charged 
walls and ceilings. 


A mix between a gear and a top, the 
S pinner al lows you to float over dan¬ 
gerous surfaces, (such as quicksand), 
ride on tracks, and activate certain 
mechanisms. It also packs a punch that 
v/ill stun some enemies. 






The Versatile Adventurer 

Many of your tools have muttjpre purposes. You can use them to get past barriers and dis¬ 
patch enemies. The ball and chain, for example, demolishes ice walls and giant barrels, and 
it does a prelty good job of knocking ene mies for a. loop. Coo. The spinner and clawshot are 
transpof cation items prlmafily. but they sting foes oh contact, Experi nteni with your lools- 
you m ay find new uses for {hem. 


Ball and Chain 

Vou'II walk slchvty while lugging the ball 
and chain, but you'll atso be able to 
punch through big obstacles and big.- 
ger enemies. 


Dominion 

Rod 

The Dominion Rod is built 
for just one purpose, but 
quite a purpose it is. with it, 
you can bring life to certain 
inanimate objects then have 
them follovj your every 
move. It's a must-have item 
in the Temple of Time. 
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Tools of tbe Trade 


Bomb Bag 

Vou can't carry bombs unf'^ss you hav&a Bomb Bag: on^ rype 
of bomb per bag. Tbe Giartr Bomb Bag upgrade doubles the 
capacity of your Bomb Bags. 


Rupees and Wallets 

vou can. trade shiriy aipees for goods and services in 
Zelda's kingdom. The jewels come in seven dend-minn - 
tion$. each a drffereriL color. At tbe start of your advejv 
tore, you'll be able to bold as many as 300 rupees fn 
your regglar-sizecl ivaileL Two watlet upgrades-the 
Big watlet arvd tbe Giant Waliet-will let you hol'd 600 
then 3,000 rupees at a time. 


Heart Containers and 
Pieces of Heart 

A line of hearts at the top of the screen represents your 
health. The more full hearts you have, the healthier you | 
are. The fine is three hearts strong at the beginning of | 
the adventure, and will irtcrease by one with every Heart 
Contaifieryou collect. Vou'll earn full containers for vie- j 

torres ewer dungeon tMisses. and collect Pieces of Heart | 
that are scattered all over the kingdom. Five pieces make | 

3 full heart, j 

I 


Water Bombs 


The Fuses of standard bombs don't burn 
underwater, in !^ora's Oomain and 
Kakariko Village, you'll collect bombs that 


work above and below the vrater's surface. 


Bombling 


You can throw any t^tieof bomb, but only Bomblirigs 
can move on ihefr own. Equipped v4th spiderlike legs, 
the bomhlings skitter across surfaces, then explode. 


Fishing Rod 

Vour Wii remote 
becomes a fishing 
rod, You'll catch 
fish to trigger 
events and add to 
your Fish j'ournal. 


Coral Earring 

Prince Ralls oFzora's Domain wears an earring made of 
the typeoF corat that the red Reekfisb nibble on. On your 
way to the Snowpoak Ruins, you'll collect the unusual 
piece of jewelry from the prince and use it to pluck one of 
the rouge beauties frorn the water. 


Horse Call 


For most of your adventure, you'll be able 
10 call Epona ority v/bere a certain type of 
grass grows. After you help ilia regain her 
memory, however.you'II earn a porcelain 
call that allows you to whistle for your 
steed from any outdoor location. 


Bombs 


Big expipsives with short fuses are Legend of Zelda standbys. You can 
use ihem to create openings in cracked sralls and ffoors, arid destroy 
certain boulders. They're also useful for defeating several) foes at once. 
Sel them down, toss Ihem. or send them flying with the Hero's Bow (in 
combination with arrovrt) or with the Gale Boomerang to make a 
strong impression on enemies and obstacles. 


Bee Larva 


worm 


Usi ng your canine senses, 
you'll alv/’ays know where to 
dig for items. You might just 
uncover a worm. Use it to 
catch fish. 


Fairies I 


Chu ieflies 

Chu Jellies have the same effect as pOlioris of 
corr^ponding colors. A Red Chu Jelly, for 
example, replenishes health, just as a Red 
Potion would. The two exceptions to the ruSe 
are Purple Chu fellrcs (a random effect) and 
Rare Chu Jellies (full health and temporarily 
increased attack power). Additionally. Yellow 
chu Jelly can be substituted for Lantern Oil to 
fuel your lantern. 


Fairy Tears 

You can receive Fairy Tears as a gift from Jovani and find them in 
springs after your Cave of Ordeals adventure. Fairy Tears fill your 
hearts and Increase your attack power temporarily. 


Knockabeehwitothe 
ground so you can 
scoop up bee larva. 
Use it to replenish 
hearts and as fish bait. 


Scoop up a fairy with an empty bottle arid keep it 
in your inventofv. If you are damaged to the 
point whom all of your hearts are empty, the 
fairy will pop out of the bottle and repfemsh your 
energy, if you don't ivant to w^iit until the last 
moment, you can uncork the boTtie 
to release the fairy at any time. 
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Keys 

LCH:k$and keyi are ihe bread and butter of Legend of Zelda adven* 
tures. The most coinmon keys are the Small Kevs found in dun¬ 
geon^. You can u&e a Small Key from a given dungeon fn any of that 
dungeon's Small Key locks. AcfclitEonally. every dungeon ha? a Big 
Key that unlocks the boss room, (in snow|>eak Rums, however, it's 
called the Bedroom Key.) You'll also find keys outside dungeon?, and 
each key is for a specffrc lock. 


Map and Compass 

Every dungeon holds a map and aco'iripass. The 
map shoves you the full dungeon layout, displaying 
already-explored rooms vvith a green hue. The com¬ 
pass reveals the locations of the boss room, treas¬ 
ure chests, and item? related to mission objectives. 




Arbiter's Orounds 


Ooccoo and Ooccoo Jr. 

The Strange sky being Ooccoo wanders around the 
kingdom's dungeons, once you find her, use her to 
warp to the dungeon exit. You'll get Ooccoo Jr, in the 
bargain, when you're ready to return to the place 
where you warped from, use Junior. He'll bring you 
to hi? mother. 




Letters 

The postman pops up often, especially wPon you are between missions. He delivers letters 
that let you know about events around Hyrule. Sometime? they point you; to new missions. 
Sometime? they inform you atNiut new items available in shops. 


Auru’s Memo 

YOU can use the document that you receive from 
adventurer Auru to convince cannon operator Fyer to 
offer you a new destination in the ea?iern desert. 


Ashei’s Sketch 

Pan of the ciuest that leads voiij to Snowpeak kuin?. 
Ashei's sketch depicts a yeti hofding a Reekfish. After youi 
show the sketch to Prince Ralls, he'll give you Hie Coral 
Earring, which you'll use to Catch a Reekfhh of youf own. 




Renado's Letter 

Renado's letter is one piece of the 
puzzle that leads you to reviving 
Ilia’s memory. 




Invoice 


Telma will give you 
another piece in the 
puzzle relating to 
IIla's memory. 
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i Keep Track of Puzzle Pieces 

I 

J Monkeys rule the Forest Temple. Vou'il (Ind them all over the place and free them from wooden cages. After you find all of Ihem, you’ll gain access to the bos? 
! room. Other dungeons are populated with similar special character? or items. Snowpeak Ruins has cannonballs, for exam pie, and the Temple of Time has a 


large statue that you will guide to its final dcstinatioin. ooccoo and itertiis that are specific to the mission appeared the map after you collect the compass. 
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Tools of tfje Trade 


Equipment 

Wooden Sword 

The first sword (h^l you will receive is a gift from Ordon craftsman Rus!. You'll use it for 
training and on a short mission to save one of the vHlage children and a monkey from forest 
treatores. You'll pass it on to the youngster before the real adventure begins. 




Ordon Sword 


A legendary weapon blessed 
by the spirits of Hynile, the 
Master Sword will be yours after 
you venture into the Sacred 
Grove. iNotonfy wiil it give you 
the strength to overcwne 
^•our enem ies, but it v/il I act 
asa key to enter the 
Temple of Time. 


Meant to be a gift from Ordon 
to Hyrulep the Ordon Sword is 
a good, sturdy weapon that will 
lielp you get through more 
than a few scrapes, ll'ir be 
your go-to hlade for your 
journey through the first 
three dungeons. 


Master Sword 




Wooden Shield 


More expensive than the Wooden Shield but wdl worth I ho 
price, the Hyliao Shield is the Cast one 'you'll need. It provides 
strong protection against enemy attacks and is fireproof. 


Hyllan Shield 


Possessing the same protective (and flatrmnable) 
qualities as the Ordon Shield, the wooden Shield 
replaces your first shield after it goes up in flames. 



Hero's Clothes 

The signature green costume Of the legendary adventurer and a gift from the spirit of 
Faron, the Hero's cfothes identify you as Link, hero of Hyaiie. 


zora Armor 


Light Sword 

A Master Sword upgrade comes your way after you liberate two sols from the Palace of 
Twilight. It is more powerful than the originaf version of thG sword and capable of burning 
away a fog made from Shadow Crystals, It glows brightly in the twilight realm. 




Ordon Shield 

While doing a favor for Midna. youTI take the Ordon 
Shield from laggto's home in your canine form. The 
shield provides good protection against enemy 
attacks, but ivill burn up if hit by fiery proj'ectiles. 


Part armor, part scuba gear, a gift from the 
Zora queen allows you to swim freely and 
breathe underwater, it's mandatory equip¬ 
ment for your mission in the Lakebed Temple. 



Magic Armor 

The Magic Armor will make you invincible as 
long as you have rupees (v.ihich deplete as you 
wear the armor). V^hen you're out of rupees it 
is heavier than the Hero’s Clothes, so the item 
(which you can purchase at Maio Mart's Castle 
Town branch) will make you move much 
slower than normal. 
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Bottles 

Empty Bottle 

Sure, tlie adventurer needs swords, shields, bows, and arrows, 
but there's also no denying the value of a good container. Most 
bottles that you acquire will contain sorrtething initially. Once 
^■ou use the contents, though, you'll be able to scoop up other 
Hems wilh the bolUe. 



YOU can hold two milk portions per bottle. A sinfle portion of milk 
replenishes three hearts, The first bottle you get ^from sera in ordon 
village) will be half full of mil k. 

Red Potion 

The stnnd^rd healing pollen of Hyrule noptenishes 
eight hearts, unlike a fairy in a bottle, though, 

I you'll have lo use a Red Potion before voo lose all 
of your energy, A warning sound indicates when 
^ you are tovr on energy. 

I 

Blue Potion 

An all-around great potion to take into challenging situations late 
in. your adventure, the Blue Potion replenishes all of your hearts. 

Water / Hot Springwater 

Can'l wait for thoOrdon pumpkins to gronvnaturally? ScobpupSonse water and pour it ona 
little gourd. The plant will grow to picking size instantly, 'A^ter from the holsprlngsof Death 
Mountain has healing powers, but only if you drink it within a few minures of coitectingit. 

Nasty Soup 

The broth Irt Coro's pot vdl I affect your health, sometimes regdnorati'ng it just a little, sometimes 
causing damage. If you're feeling brave, scoop up and slurp dcftvn a botlle of the stuff. 






Veto's Soups 

While you’re working your way througii the 
snowpeak Ruins, you'll cross paths with the 
male >'etl, veto, several times and add ingre¬ 
dients to his pot. Before you contribute to 
the cooking, his Simple Soup will regenerate 
two hearts. Add a pumpkin to make it Good 
Soup then slurp it to regain lour hearts. 
After you add goat cheese, the concoction 
will become Superb Soup, which will regen¬ 
erate eight hearts. 




Fused Shadows 

The objects that you'll go after in the adventure's 
first three dungeons are of special importance to 
Midna. They'll assist her in helping you fight the 
forces of evil. 



Shadow Crystal 



Midna will use ihe Shadow Crystal to 
transform you between your canine 
and human forms, if you iry lo 
transform within view of 
bystanders, sho’l Kell 
you to go whore no 
one can see you. 


Mirror Shards 


The pieces of the Mirror of Light are crucial to 
restoring the kingdom and vanquishing the 
creatures of the darkness. 'VouTI discover them 







> 

Wooden Figure 

While you attempt to jog Ilia’s memory, you’ll trade fora series 
of meaningful items, Among them is a woode.i figure. 

Ilia's Charm 

Along with the svDOden figure, (he involoe, and Renado's letter. 
Ilia’s clTarm is part of the series of items that you will barter for 
v/hite working to revive Itia’S memary. 
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Cottections 


TouHt reap great rewards and make two Castle Town 
residents happy by maintaining item collections. 




The Queen of the Bugs 

Though she might beffelusmnal, Agitha will 
help ycm finance vour adventure hy providing 
you v/ith wallet Lip^adeS- All you have to do 
for her Is coltect 24 Golden Bugs. You'll find 
Agitiia's castle on the Castle Tovun sou th road, 
southeast of tlie central square. Bring her one 
bug and she'Ji give vou the Big ^llet. Bring 
her all 24 to get the Giant wallet. 




complete 
the Set 

Agitha will give you a rupee 
reward for every bug that, you 
pass arong:to her. The first 
hug in every pair is vrarih 50 
rupees. The second is worth 
100 rupees. It's good that 
Agitha also gives you bigger 
wallets^ because you'll need 
them to hold all of that cash. 



A Man without a Soul 

AS ycK) wnture through Telma's Bar to the Hymlg Castle sewer in your canine form, you'll hap¬ 
pen across the shell of a man, Jovanf. He has lost his soul to greed. Bring him 20 Poe Souts- 
He'll reward you with a bottle fult of Fairy Tears. Later hell askyou to bring him 60 Poe Souls. 


Bug Hunt 

There are 24 hugs in all; that's male-female pairs of beetles, buicerflies, stag beetles, 
grasshoppers, phasnilds, pill bugs,mantises,ladybiigs, snaifs, dragonflies, ants,and 
dayflies. If you see a glint of gofd. chase after it. Once you grab the hug, it will appear in 
your Golden Bug collection. 





Ghost Hunter 

wlien you see a floating 
lantern, use your canine 
sense to reveal a Poe. Attack 
the ghost, then renw^e its 
soul after you've knocked it 
to the ground. 
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Using the Guide 


c*: 


Driving back the darkness is no easy task. Before setting 
out, prepare yourself mth Player*s Guide basics. 



Walkthrough 

The step-bV'Step walkthrough 
describes where to go and what to do. 
The numbered paragraphs correspond 
to numbered locations on the map. 


Boss Strategy 


Each dungeon is punctuated by a 
dramatic boss battfe. use the tactics 
in these boxes to tini$li off Link’s 
toughest foes. 
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Special Tips 


Maps show you the layout oF each region and 
dungeon, including locations of significant items. 
The numbers correspond to walkthrough tips. 


Tips in shaded boxes focus on a variety of useful 
subjects, such as mastering new moves, fighting 
certain foes, and obtaining optional I'tems. 


Items 

Link will find many weapons and items throughout 
liis quest. Entries like this describe how each 
important itern is used. 




Most of the Maps 


TO get the most from the maps, turn to the back 
page of this book for a complete key to the icons 
that appear throughout the walkthrough, in 
addition, this guide includes specialized maps 
that identify the locations of a|l the Pieces of 
Heart fp, 1441. POO souls fp, 153). Golden Bugs 
tp. 156), an d Howling Stones (p. 160). If you need 
guidance for the GameCube version of Twilight 
Princess, consult the complete game maps start' 
i ng on p. l?0. The GameCu be maps a re m ir ror 
1 mages of the Wii maps, so if you're using the 
walkthrough for the GameCube version east and 
west will be reversed. 
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annex to Hyruleproper, Ordona Province is home 
to farmers, ranchers, and a hero in the making. 



On the Edge of Adventure 

A$ Story begins, ranch hand Link is preparing to take liis first journey to Hyrule Castle to 

offer a gift from Ordon Village. Before he can leave, though, he must complete a few jobs, 
collecll some items, and master a handful of fighting lechnigues. 





to Faron Prtwlnce 


Ordon Spring 


Ordon Ranch 




























































Ordona Provstwe 


1 Epona^s First Ride 


Ordon Tour 


Voif’ll need yoitf-steed, 

Epona. to aid Fado the goat 
herder, Epona is ai tlie forest 
spring to the north with vil- 
I age girl Ilia. When you reach 
the water, pfjcka reed from 
the ground and use it id whrs- 
tfe for Epona. Mount the 
horse and ride into town. 



2 Bring Them Home 

Travel south to the ranch and speak to Fado. He'll ask you to herd the goats into the barn. 
YOU can accomplish the task by keeping the goats between you and the barn. Start by mak' 
ing sweeping runs at the far end of the ranch, then narrow in on the barn. (Press A to whoop 
and make the goats run faster) The animals will enter the barn in groups, but you might 
have to round up a few stragglers. 




Following.your herding exercise, Fado will set up fonces and introduce you to the concept of 
dashing. As you approach a. fence, press the a Button to encourage Epoira to run fast, if 
she's at top speed when she reaches a low fence or gate, shell itimp it. 



After your lime at the ranch, 
a new day will dawn. Three 
kids from town will be waiting 
for you outside. They'll men-' 
tion a slingshot for sate in 
town. When you get to the 
shop, you'll find that the 
shopkeeper, 5era, is. not in 
the mood to sell anything 
because her cat is missing. 
Follow the steps below to 
bring the cat back, 
to Sera. 



3 Bird Handling 101 

Vrhen you enter the vltfage, you can't miss Jaggle. He's standing on a tall bluff, looking out 
over the water. Talk to him from below then climb to the top of the bluff. He'll point:out 
Sera’s cat: and tell you that he spoiled some tall grass cm another bluff. Hop to the next 
piece of land, pick the grass, and use it to whistle for a fatcon. 



wherever you find ^rass 
blades shaped like o fakom 
you can coll for the bird. Use 
the remote to point at a hive 
across tfie way and release 
your flighty friend. It will 
soar to the hive and knock it 
to the ground. (Once you 
have the slingshot^ youll be 
able to use it to hit objects.) 

You'll need an empty jar lo 
scoop up the bee larva, 
which you can use to repferr 
fsh healih oo fater, as 
fishing bait. 



(^Cradle collection 

Hop to the bluff in the middle 
of the fake and pick another 
reed.. V/hlsife for the bird 
then target die monkey on 
the rock in the northwest. 

After you I Et go of the falcon, 
it vdll bring you the cradle 
that the monkey was carry¬ 
ing, Hop back 10 solid ground 
and take the cradle lo UlL 
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5 Gone Fishing 

Ujj will give you a fishing ro<J as a reward for returning her cradle. Cross the midvillage 
bridge and walk to the dock on the far side of the mill. You’ll see Sera’s cal nearby. Drop a 
line and catch a couple of fish. The cat will steal tiie second one and take it to sera's shop. 



f^ress the & Bolton to initiate 
a cast. Flick the remote far^ 
ward (os if you were actual¬ 
ly casimg with a fishing rod) 
to serid the iirie out. The 
bobber will float to the sur¬ 
face, then sink to indicate 
that you have a bile. 



once the bobber's top red 
line is submerged, pull up 
with the remote and hold it 
steady. A message will' tell 
you that a fish Is hooked. 
You'll claim your prize in a 
maLler el seconds. Later on, 
you'ft use a lure rod for 
more-advanced fishing. 




The Slingshot 

Return to vouc I’iome ^vith the slingshot in hand. The village kids will ask you to 
demonstrate your slingshot skills. With the weapon mapped to die B Buttonj press 
and hold the button to bring up the targeting reticle. Release the button to fire. 



6 Shop for the Slingshot 



With sera's cat back where it belongs, return to the shop. Sera will give you a bottle of milk 
and offer to sell you any of three iterns^ Purchase the slingshot for 30 rupees. 


7 Your First Real Target 



The Bottle 

sera's gift to you is a bottle half full of milk. Vdliile the milk 
is good to have, the faotlie itself is an even better prize. 
YOU can use it to scoop up anything from chu Jelly to 
fairies, in loial. there are four bottles to find. 


Cash and Carry 


Rupees make the world go 'round. You'll need them throughout your adventure to pay for 
goods and services. The crystals come in seven colors, each representing a differeni: 
denomination. The slingshot will cost you 30 rupees. 



RusI reft an item for you 
inside yo ur house. There's a 
spider on or near the ladder 
that leads to the front door, 
use the slingshot to hit the 
arachnid before you attempt 
to climb the ladder. 




The Wooden Sword 

The item that RusI left for you is a wooden 5tvord. The kids will ask you to demon* 
strata a few techniques. You'll use a dummy as your target as the kids give you ti|is 
on how to pull off each move. The mostchairenging move is ajab. Hold Z to target 
pie dummy, then press up on the Control stick and slice with the remote. 



I Rupees are often hidden in tall grass. You 
; can find them by funning through the 
fields of^ when you have a sward, by she- 
I ing the blades of grass. 


pots, pumpkins, and even rocks can hold 
rupees.. Pick’lip the objecis and toss 
them, when they land, they'll break and 
potentiaHy yield cash. 
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Farm 

Province 



Out ofOrdon and into the big worlds the adventure : 

Woods. 









n Link to the Rescue 





Talo and Malo have run after a monkev- O'mb onto Epona 
and head north, if you leave without her, use a hlade of 
grass at the spring to call her. Jump a fence after yoti 
cross a bridge, advance to the Forest Temple path, then 
cUsniOPiit^ You’ll discover Talo's wooden sword just inside 
the cave. 


Monster Mash 


Tlie cave holds bats, rats, and killer plants. You'll perfect 
vour sv;ord’Slashing techniques there. Press Z to target 
ipcfividual efiemies, and swing away. The standard slash 
and A-Button-triggered lump attack are fast and effective. 
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0 Seek Enlightenment 

A sign oulsitie of the Forest Teni pie 

path’s cave warns that it's too dark 

\nside to venture in without a Iight, 

and a Spide r ^veb i rsside kee PS vOn 

from advancing until you have fire on 

your side. Venture fl 

northwest from the 

cave entrance to 

grab the lantern. M / 


Coro Sheds Light on Your Adventure 


Coro is an eiUrepfeneurial shop ovmer. He'll offer you the 
lantern for free, then sell refills for 20 rupees and {taler) a 
bottle full of oil for lOO rupees. Once you've used the oil, yon 
can reuse the bottle for any purpose that you see fit. 


r'yjsiWiI _j.. wW^ 


The Best Defense Is Offense 


AS you CJfplore Faron woods and beyond, you'll begin to encounter more-dangerous enemies. The armed ones pose a par- 
licufs r threat. Since you don't own a shield, you won't have any defensive options. Attack aggressively instead, 

i— When you're going up 

^ 'a- against armed enemies^ be 

WT triggered targeting. If you're 

r* surrounded by foes, shake 

the nunchuk to perform a 


The Lantern 


Coro will provide you with a lantern and offer to 
sell you Lantern Oil, Use the light to see in the 
darkness, ignite torches, and burn spiderwebs, 
watch your oil supply and conserve fuel by put¬ 
ting the lantern awav>vhen you don't need it. 


3 ) Return to the Darkness 


With the lantern in hand, go back into the cave. Take on each 
enemy as it comes and light the cave's torches to get a better 
look at yotir surroundings. 


4) Two Treasures 


When you're targeting an enemy, you can dodge by pressing lelt or 
right on the Conirol Stick and pjessing the A Button, tarly on, you'll' 
find that attacking quickly is a better oplion than spending time try- 
^ ing to tfodge enemies, 


When you emerge from the cave, you'll sec two red-marked 
destinations on the Faron Woods map. Chase after the item 
in the northwest section first, it’s a Small Key in a chest. 
While you're there, light two torches to reveal another 
chest, which holds a Piece of Heart. 


Heart 


It's not a Legend of Zelda adventure without Heart 
containers. You'll earn a coniaincf for every dungeon-ending 
boss you defeat, and for collecting Pieces of Heart in earlier 
adventures, it took four pieces to compfetd a container, in this 
one it takes five pieces. 


Take a Penny, Leave a 


5 Midadventure Supplies 

On your way to freeing Talo, you can stop for a moment and 
purchase Lantern Oil or Red Potions from a bird*operated 
shop outside the Forest Temple, 


Trill’s Shop near the Forest Temple operates on the. Iionor system, ifybu press the A Burton to check the goods in the offing, 
you’ll see that they have recommended prices, but you can get away with paying Icss-or nothing at all. if you leave without 
paying, the bird that runs the place will peck at you. making it difficuJt to steal anything else. 
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FamnProvime 



6 Come to Talo's Aid 


6olh Tala and (he mofikey (hat 
he was chast ng a re captives on 
iho steps of the Forest Temple, 
guarded by artiied enemies. 
Bash the baddies, then dis- 
mantle the captives' cage ^iVith 
a spin attack. 



0 Three-Minute Run 

Upon vour return toOrdon. 
you’ll engage in more goat 
herding, call Epona then get 
started. Tlie time to beat is 
three minutes, (f the activity 
takes more time, you'd still 
advance but Fado will remark 
on your lack of speed. 



0 Horsing Around 

unhappy with the way that you've treated Epona, ilia is seeing to the horse's health. You 
must have Epona to set out on your journey, however, 



Talk to Colin ihrougl^ the locked gate. He'tl tell you to enter the area lhfDUig,h a lurrcL Backtrack 
south to a small clcfiring and locate tlie tunnel. It has Oi>e turn^ to the left. 



Enter the Darkness 


Everything will change In an instant. One moment you'll be talking to lira. The next yod'll be 
out cold, with Ilia gone-taken by marauders. After you wake, you'll chase after the enemies 
hilt find a strange dark force field insiead. 



In the middle of the woods you'll approach a wail of darkness, and without warning 
you'It be pulled inside. 



8 Sword Exchange 

Following your conversation with ilia and the mayor, tlie girl will take Epona to the forest 
spring. lalo won't, fet you foHoiiV lira until you give him your s^vord. 



A new chapter in the story begins with Link in wolf fornv It's the first of several lupine trans¬ 
formations. To help you through the change is a playful twilir being, she Vi/ill aid you vrith 
clues and guidance. You're in a ceSE. in shackles. The twilit being will cut the chains, but 
you'll have to get out of the cell on your own. 
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What is the darkness that has fallen over the land? 
Where are you? The only way to find out is to explore. 
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Castle Rooftops 



1 A Great Escape 

There's a pile Of debris in tbe southeast corner of the cell, 
Attack It by swiping the remote of shaking the nunchtik. 
Destroying the debris will expose a hole under the bars. 
Press down on the Control Pad to dig yoor 'way out. 



Get a Clue 


You're In the domain ol your strange companion . If you 
press up on the Control Pad, she'll offer some advice, when 
you hear her laugh (through the remote’s speaker), call her 
to receive additional assistance. 

























































































Tmltg^n Castle 


Q 


2 ) Enter the Sewers 


3 Flood the Sewers 


When you St€p into tli& ne)^t 
cell over from the one Vt^here 
you were kept, the twilit 
being on yinjt back will pro¬ 
duce a hand that reaches out 
for a dangling handle. Press Z 
to target tlie handle, then 
press A to bite it. You will 
open A grate to the sewer. 



A Helping Hand 

YoLir partner lias a pita n tom hand that can point at objects that yon can manipulate. At cru' 

. dal moments, when you've targeted an item that you can bite, the hand: will appear. Press A 
(as if yoo were attacking the Object) to interact with it. 


- 



Activate Canine Senses 


The dungeon's main intersectton is blocked by spikes on the floor. Pull a chain sooth of the 
spikes to bring in water, then swim over the spikes. 



Vi^heii you approach the 
chain next, to the melal door, 
press 1 to target it. Press A to 
have your partner pull it and 
lift the gate. Water will rush 
into the sewer. 


with the water level liigti, 
you'll he able to swim 
across the main ioiersection 
and access the sewers' 
northern area. 


4 Follow the Twilit Being 

When you approach the gate 
in the area's northwest cor¬ 
ner. your companion will float 
through the bars, if you 
haven't pulled a chain to 
tower the water level in the 
noriheast corner, do so (Z- 
target the chain and press A). 

Then crawl through a hole on 
the floor, near the bars. 



Tliere are spirits nearby, but they can't see you. you can see them, though, by using your 
senses. When you spot a floating light, press left or right on the Control Pad to investigate. 


5 Spiral up the Tower 



The spiraling steps of a tower lead out of the sewers. You can cross small gaps by yotirself. 
but you'll need help from your companion to make big jumps. At one section, where the gap 
is far too vo'de io jump, you'll walk a rope to the otlier side. 






Teach a Dog New Tricks 

Ceriain gaps look too wide for you to jump, if you try to cross them on your own. you'll fall, 
when you get to ihe edge, your passenger will laugh. Press up on the Control Pad to watch 
her float across the gap, then z-farget her and press A to jump. 


Hungry Like the wolf 

YOU have nearly as many 
attack options in wolf foTm as 
you do in human form. Swipe 
the remote to bite enemies. 

To jump, press A when an 
enemy is targeted. Shake the 
nuuchuk to activate a spin¬ 
ning attack. 
























































































6 Reach New Heights 


At the top of ihe m\f$r baiilEi a gaggle of bats then jump to a door at the top of the tower 
with your companion's assistance. 



After the bats are defeated^ 
dimb on Id a block near the 
dosed door. The twilit being 
will lau^gh. Let her help you 
reach the top of the tower. 


Press up on the Control Pad 
to have your partner float to 
the nejtt deslination. Z-lar- 
get her, then press A four 
times to follow a zigiag path 
to the open door at the top. 


7 Travel on the Rooftops 

While you're walking on the raof^ you'll sense a spirit who will say that this place is Hymie 
Castle, and that there are winged creatures in the area. Push a. crate to access a high perch 
(or hop from the crate), and keep moving forward, when youVe about to fight the flying 
creatures, position yourself in an open area far from a ledge. Target the beasts and hit them 
with A Button attacks. 
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8 The Last Long Gap 

Yau1l see a wide gap on tlie map. When you reach it, walk to a wooden platform to the right. 
Your companion will guide you to the roof's peak. Battle two more creatures wliile you walk 
along the narrow path, and advance to the tower. 
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The Princess and the Partner 

4 


Inside the tower, you'll finally reach the person that your companion "kvanted you to meot. She'll 
identify your partner as Midna and, in dramaticfashmshowherself as Princess Zefda, 





This was once the kingdom of Hyrute. Overtaken by the king that rules the twilight, howev¬ 
er, tE became mired in darkness and full of lost souls. The princess will show you what has 
became of the kirtfidomn and let you know that it needs your hefp. After you leave Princess 
Zefda. Midna will lead you outside, remind you that you need to save the children of Ofdon, 
ant) send you back to the village. 


















































































The twilight has not touched Ordon, but the villagers 
are still wary. They will not welcome a beast. 

__ : _ ^ ^ ^ 




A Hero in Wolf’s 


Thougli' you're not m the twilioht realm anymore, you are 
still in canine form. Midna will keep you that way untii yoir 
comptete o task for hen The villagers, who have already 
erdured an attack by monsters, will stay away from you. 
You can find solace by talking to other animals. 



0 On the Hunt 

Wi<fna will help you right the wrongs that have fallen on the 
la rid. But first she wan ts wea pons. Cross the hrfdgo to the 
west side of ordon village, voo'll see bo and Jaggle. Sneak 
tfirongfi the tall grass to listen to their conversation about a 
sword and a shield. The shield is in Ja^le'^s storage loft. 
Midna will point out an open window on the second floor 
and siigfost that you jump up to it. But where to start? 
Head to t he area around sera's shop. 



; to Ordon Ranch ’ 
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2 Monster! 


4 ] it^s a Gift 


Sera's husband, Hanch, will see you from the bluff near the 
shop as yo u sku I k abe ut town, and he' 11 a ttempt to sfr the 
falcon on you. Run tq tho shop's far iido- There, Midna ^vill 
help you tigp onto the roof. Jump to Hanqh’s bluff to scare 
Hanclii away, Thot perch will give you a view of the windmill 
and a good approach to Jaggie's house, Midna can help you 
{ump to the w'indmilE then to the roof of the house. WaEk 
through the open window. 



3 Shake It Loose 

Climb onto the fable in the middle of the house and let 
Midna help you jump up to the storage loft. The shield is 
hanging on the wall between two curtains. Dash into the 
wall fby pressing A) twice to knock tlie shield to the ground. 
Grab it then use the loft window to exit. 


Ftusf and LTli are outside, suspicious of the creatures that have been causing havoc. You'll hear Pusi say that a sword-meant 
to be a gift to Hyrule-is inside the house.. Avoid the humans, v/a1k to tbe east side of the house (near the pumpkins and 
chickens), and use your senses to find a place lo dig under the wall to get into the building. 



n 


I Dig Up Hyrule 

One of the advantages of heinga wolf is that you alwa-ys know where to dig. With your senses engaged (press left or right on 
the Control Pad), look for shiny spots on the ground. Press down to dig. You'll find hearts, rupees, and tunnels. 


5 Out from the Shadows 


When you return tg the 
spring. yqij’!l face the first of 
many shadov^ beings: crea¬ 
tures Vd'ho create pliantom 
barriers, forcing you to fight. 
Later, when you battle groups 
of them, you'll have Midna's 
help. For now it's Just you and 
one of ihe creatures. Jump 
onto the beast and press A 
repeatedly to maul it. 







A Spirit of the Light 

After you defeat the creature from the darkness, you'll meet a creature from the light. This light spiril, Qrdona. is one of 
four who protects Hyrule. Your new quest is lo help the spirits save the kingdom by returning the lost light to them. Ordona 
vnll tell you that, ifyou revive the light spirit in Faron woods, you will return to your original fomi. Go north. 
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Faron's light is scattered throughout the area, 
lecting the Tears of Light, youll revive the forest 



spirit. 
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1. .1. 



I Twilight Trio 


You'll meet three &l>a<fow beings early in your trip ihrougli the woods. You must hit the last 
two in one felt swoop to vanquish the group. To do so. von wifi require Midna's help. Press 
and hold B to envelop them in dark enorgVr 




iffTL^vuLfuyi— 



Group Dynamics 

Midna’s power, which allows you to target several creatures at once, is a must for battling 
shadow beings. As you hold B. a dark circle will grow around yow^ Touch your enemies with 
the circle to paint them as targets. After you let go» the attack will begin. 
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2 A Light Quest 

Fodov/jng your battle versus Shadow beings, you'll meet another light splht. This one v/ill 
give you the Vessel of Light and ask you to find 16 tears that cut through the darkness. 


Sense the Insects 

the Tears of Light have been 
captured by cream res that 
you can detect by using your 
canine senses. Consult the 
map. Each tear is represented 
by a white dot. wherii you're 
in the right place, use your 
senses to root out a bug. 

Defeat it then coltect the tear. 
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Tears of Light Locations 





Start the Extermination 


Faron Woods 


l&2 


Though you can sometimes detect the dark insects 
that hold the tears without using yourcnnmo senses, you 
can reatly see them with your senses engaged. They let out 
a sparkling aura. Defeat a pair of insects on Che path, wait 
for iliem to explode^ then collect tlieir tears. 





Walk up 1 he ramp south of Coro's house. When you get to the ed^ge^ Miidna will giggle. Have her help you jump 
from the ramp to the secondHIoof windosv. Drop to the floor, then lislen to Coro's spirit. The bugs will pop from their 
hiding spot. Defeat them then coilect the tears. 


i££i Head back to the 
gale before the forest path 
and use your senses to detect 
a place vrhere you can tunnel 
through to the other side. 
Once there, defeat two more 
insects. AS is the case with all 
of the bugs, you'll notice that 
tiie blue lights they release 
liover out of reach for a few 
seconds, wait for them to 
drop so you can collect them 
before you move on. 





when you reach the clearing in the middle of the 
forest, you'll delect two insecls on o rock wall Run into the 
wall or use Mfdna's B‘8ulton*lriggered abifily to knock 
ihom down. Then attack. A poisonous fog keeps you from 
walking on the forest floor. You'll need Midoa's help to 
cross it. Near the place wlrere you fought tlie insects, climb 
onto a Hal rock. Midna will til ter, signalling that she can 
help you Jump over the fog and into t he trees. YoulHInd 
three more bugs in a large, hollowed'OUt stump. 


Visit Coro's House 


on your way tip the path, youTI watch two bugs scurry 
under the forest-path gate. You'll fight them later. First find 
the bugs at Coro's pface. 




13&14 


While you're crossing the clearing (and keeping an eye open for more dark insects), you'll find that Hie sections 
wfiere Midna guides you can be dangerous. A few sections are seeded; vrith killerpSants. in another seetton, the paili is some- 
tinnes blocked by a swinging log. Jump when the log is out of the way. When you reach the other side, dig up a pair of insects. 



El There's a bug on the outside of the building. Run into .. 
the structure to knock the insect to the ground. 
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One Then Two 


Once you emere^ the cleerini^ you'll fece three more shadow beincs. one of them is 
separate from the others. Defeat the loner first, then go after the pair. 




15&16 


The final pair of 
insects is on the steps to the 
Forest Tempts^ tormentmg a 
monkey spirit. After you 
defeat the insects then cq!- 
lea their tears^ you'll be 
Iransported to the place 
where you collctletj the 
Vessel ol light. 


A Spirited Reunion 


you've finished a task for forest spirit Faron as a woif. mow you can continue your quest as a 
young man: the hero Link, complete with the signature green Eunic^ sv/ord. and shield. 
Faron will thank you arct point you to the Forest Tempfe. 



Tile Fully Equipped Adventurer 


With the sv/ord and shield 
that yciv coileaed for Midna 
in hand, you Ye ready to take 
on a vrorld of nasty beasts. 
Mow that you have a shield, 
you won't have to dodge 
every enerriv, use it in combi¬ 
nation with [he sword to van¬ 
quish your foes. 




Faron Woods 


3 Coro Has the Key 


You can't dig under the forest-path gate in human fornt, and you cant jump over it without 
a horse. Talk to Coro. He'll ^ve- you the key and offer to sell you a boule of Lantern oil. 


4 Follow the Monkey 


The clearing is still covered by poisonous fog. When you reach it, a monkey will steal your 
lantern and walk into the fog, burn Inga path through the fag with the flame. Follow the 
creature and defeat enemies along the way. Pick up the lantern after the monkey drops it. 





You’ve Got Skill 


Over the course of your adventure, you'll have theopportuhltyto learn seven hidden skills from 
a golden wolf who transforms into a kiiight called' th e Hero's Spirit, vour first meeting with the 
teacher will net you the Ending Biov^, a finishing move that you can use on stunned enemies- 




5 Fire Away 


A web is blocking the Forest Temple entrance. Thai should not be a deterrent for you. Use 
ihe lantern: to burn the biockage, then put the lamp away to conserve fuel. 
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Get ready to go ape. Monkeys rule the Forest Temple. 
You'll enlist their help and battle one bad baboon. 





i Free the First Monkey 


I 


r 



You'll! find one of several caged monkeys in the temple's 
first area, as soon as von destroy her cage, she’ll climb a 
vine-coveretf wall then encourage you to follotA' lien Pluck 
spiders from the vines with your slingshot before you go. 

2 Cross Over for Treasure 

A huge spider waits for you on a platform. Attack its back¬ 
side with se\‘efat: fast slices ora jump attack. Once the spi¬ 
der is gone, light I he plattorni's four torches to make a set 
of stairs appear. Climb the stairs then collect the dungeon 
map from a treasure chest. 

3 Start Swinging 

The monkey v/ill lead you to the room to the north. After 
you watch the dungeon's baboon use a boomerang to cut 
down a bridge^ you'll return to the previous chamber. Your 
simian, pal will Offer assistance in getting o'ver a gap. 



4 Acquire Explosives 

Spidorlike enemies are common in the forest Temple. You 
co'Uld turn them into bombs by slicing them with your 
sword, hut then you'd have to put your sword away before 
you picked them up. That wastes time. Let tltem hit your 
shield instead. 
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Fot*est Tetripk 


Warped Creature 


8 


More Plant Problems 


J 5 c ” = c'fpkHH's enemy to- 
iTsSi weak sec- 

.jr «#?_ (0 'he alcove 
ap i'« sWe. 

’’■< Goccoo. a strange 
teiTs wt'o. wff! Qifer co 
(•ao it’j • 0 ihe dungeon! 
iTL’^r;-at anytfrne. 
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3) First Things First 


^vj- wfl]] encourage you 
■ j wresE lO a locked door. 
r-_c •' actually have to go 
fK-Tif to get the key. 
vx * f-c it in a chest after 
cross a rotating bridge. 

Lo the roonkey. defeat 
= riSTfing spider, then move 
sr “* ihe west. 



(?) Crash Course 

caged monkey waits 
DT 5 p*ilar in the room 00 the 
leiTpir's wesiside. Run into 
"•B- pillar three times to knock 
: o'.er.The fall v^ill break the 
cage. Alter a short battle 
=1*4051 new foes, you'll use 
o.5t?3 nwkeys to swing over a 
gap LiT-sn escape the room. 


(7) Prune the Plants 

DeadEy plants of tv^o varietfes make the room east of the main chamber dangerous. Slice 
the large Baba Serpent before it chomps you. and feed bombs to two vase-shai>ed: man- 
eaters for access to the next, room to the east, and a Piece of Heart. 

Use your shield to hit a spi- 
dcrlikc creature and produce 
a bomb.. Toss the bomb over 
a nearby gap to deal with a 
huge plant. Take another 
bomb over the gap and use 
it to destroy a boulder for 
access lo the passage east. 





Pluck spiders from a vine- 
covered wafb then climb the 
vine to gain access to anoth¬ 
er bomb-pro'duclng creature. 
Toss the bomb into a gap to 
destroy the plant below. 
That'll give you access to a 
Piece of Heart. 


You'll face off with another dangerous grov^h in the souibeasiern room. After you enter the 
chamber, a plant wrfi swailoy/ a key. Target the roaming bud, dodge w^hen it lunges at v'ou, 
and counter with a jumping attack. After it's gone, use a bomb to do away mth t he rest of 
the growth, collect the key. then free the monkey. 



9 The Creatures under the Floor 


East of th.e killer-plant chamber, you'll si» a monkey in a locked cage. Hit a pole to knock a 
chest to the ground, collect the key then advance east. Swim across the gap to avoid the ene¬ 
mies that furk under some tries. Light the fantems to make steps appear, then climb up to the 
monkey. Return to the room later with the boomerang to collect a Piece of Heart, 












































































Battle for the Boomerang 

With four mon key's fn iw/, cross tlie wide gap in tlie center of the lempie’s largest room, in 
ihe chamber directl^f to the north, vou’ll fight the batwon who has the boomerang. The 
monkey hops from post to post, sometimes stopping to toss his weapon. After your enemv 
lets go of the device, run into the baboon’s pillar, A square hit will knock the monkey to the 
ground. Target its behind. 





After you've knocked the 
baboon off iis post, largel 
its red behind and hit it with 
A'Gutton-triggered jumping, 
attacks. Watch (or (he room¬ 
ing plants that the monkey 
has freed from their vines— 
they could surprise you with 
a lunging attack- 


11 Release a Whirlwind 


Use the Gale Boomerang to 
spin a turnstile above the 
exit and raise the gate in 
front of the door. Leave the 
room then spin two bridges 
to cross a gap in the east. 
You’lf discover a monkey in a 
cage that is siispencled by 
webbine. Hit th e webbing 
with a boomerang shot. The 
cage will fall and the monkey 
will scramble. 



12 The Way to the Compass 

Return to the central rcfflin-ihe one south of the temple's largest chamber-and use the 
boomerang to free a. treasure chest from webbing. Open the chest to collect the compass. 


The Compass and the Map 



13 zigandzag 


With theconrpass and your map, you can identify the location of 
every chest in the dungeon, spend some time i.o accumulate 
wealth. 10 the Forest Temple, the compass an<[ map will also 
reveal monkey locations. 
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The Gale Boomerang 


Travel west to the large gate and four turnstiles. A light path on the ground connects tire 
turnstilos In a zigzag pattern. Use the boomerang to hit the turnstiles in that pattern lo 
make the gale open, Vou’fl collect the Big Key from the Ireasufc chest on the other side. 


14 In the Hole 

Travel nor ill past the west side of the tennple's largest chamber. Hit the ui mstile v/ith a 
boomerang blast to straighten out the bridge section. When you're oo the bridge, hit the 
tumsiile again. The bridge will span east and west. Go east to a room where there are spj* 
tiers and three hpfes in the floor. Burn the web that covers the hole on the northern side. 
After you fall through the hole, you'll land on a stump, next to a caged monkey. Destroy the 
cage to free your new friend. 


Your new boomerang is the most versatile cometMcker in die Legend of Zelda series, it 
creates a whirlwind as h hies, a nd ft can tai^et more than one object ai a time. Want to 
move an out-of-the-way object from one place to the nesrt? Point at the obiecl and 
press z to target it. Point to the desiination and press Z aga in. Then let go of the 
boomenmg. It will fly to (he object then carry (he item tothedestinatiqn. You can tar¬ 
get up to five points at a time, in addition to carryiifigitemsand creating gusts of 
wind, the boomerang 
stuns enemies. 




Big keys are a Legend of Zefda mainstay. Small Keys work as skeleton keys for smatl locks. 
The Big Key opens just one door per dungeon: the one leading to the boss’s chamber. 
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15 Monkey House 



17 One Last Monkey 



Rotate the bridge so il spans 
north and south, ond go 
north 10 ihe room that hous¬ 
es the saved monkeys. 
Manipulate the room's 
bridges to reach the east 
side. Target the spiders on 
Ihe east wall's vines, then 
climb to the top ot the room. 
Go east to the next room. 



There's a bomb-producing 
creature on an island at the 
north end of the room. Hit it 
with the boomerang to 
retrieve the bomb. Run 
south and toss the bomb at 
the large vase-shaped plant. 
After the plant is gone, 
you'll have access to a key. 


Use your Small Key to enter the vresternmost room. There votill find creatures ui^der some 
floor tiles. Hit the tiles with a boomerang shot to expose the enemies, then slice them with 
your sword. A path on the room's north side leads to the fast monkey. Hit two turnstites with 
boomerang power to free your little buddy. 



18 A Big Swing 


16 Bombs Away 

A rock blocks the vray to a trapped monkey Use the Gale Boomerang to carry a bomb to the 
roc k and clear the way. 






Target Ihe bomb creature 
and press Z, then target the 
largo rock and press Z again. 
Let Ihe boornorang fly. it'll! 
carry the bomb to the rock 
and the rock will explode, 
giving you access to the 
eastern alcove. Fight the 
enemies in the area- by using 
your boomerang and sword. 
Look out over (he room after 
the fight and use the 
boomerang to retrieve 
another bomb, which you 
can toss- at the boulder in 
Ihe alcove to free a monkey. 


With all of the temple's monkeys free, return to the room that houses the simians. They'll 
form a single swinging line. Hold onto the monkeys to cross a very wide pp. 




Before you enter the boss's room, look for a fairy in a pot. Either col¬ 
lect the fairy to replenish your health, Or bottle it for later. 
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The killer plant of all plants rears its ugly head in the Forest 
Temple. The battle begins with two giant buds emerging 
from the goo. Target bombs then buds with your 
boomerang to defiver- explosive charges. 


The main creature is much larger than the 
two buds, and much more vicious. It'll 
attempt to cover you In a purple liquid. 
Sidestep the mess and v^'ait for the baboon to 
enter the picture. The baboon s’A'ings 
through the room while holding a bomb. 
Target the bomb, then target Diababa’shead 
and retease the boomerang. After suffering a 
direct hit, Diababa will fall to the ground and 
slick out its tongue, revealing an eye at the 
.tip. Hit the eye with ihundering sword blows* 
It'll take a few rounds to put the beast to rest. 


Fused Shadow 


There are three Fused Shadows 
in H/fufe. You'll get one for 
defeating each of the first , ■ 

three dungeon bosses. I 

Midna knotvs their function, I 

hut she won’t let on Jj 

until you have them 
all. suffice it to say 
that tliey are riddled ^ 
with dark energy. J 


The H earf container is the traditional gi ft for 
defeating a dungeon boss* it'll increase your health 
meter by one full heart, and refill the meter to boot 
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Home to Kakariko Village, Eldin Province mil he a fre¬ 
quent destination throughout your adventure. 
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Eldin Province 
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EMif I Province 




Golden Bugs 

You'll spoT a glowing bug In one oJ the trees as you run ihraugti the fceltf. Hit the tree to col¬ 
lect the prize, ^4o^e bugs are scattered throughout the 'A'orfd. Agitha in Castle Totvn will 
re^Yarcl you for finding all of them. See page 156 for the locations of Agitha and all bugs. 

The Postman 

Since you’re on the road mail would pile up if the postman del iveretf it to your house. He'll 

find you in the field and give you letters relating to the quest and side missions. 

__ , I 

... ... iTimiii i ninmifiiWWPi’iliiiiiiri 'i' •'ivi'iX' "irmiifim' ir ~~'irr ^ 


1 Follow Your Nose 

s. 


As you travel on foot to Che 
west, you'll collect a letter from 
C he postman. Forge oo ch rough 
a narrov^ passage to a curtain 
of twtl ight. After yiOna pul Is 
you through the barrier, you'll 
change to wolf form. By sniffing 
Tab's v^den sword on the 
road, you'll pick up tlie youths’ 
scent, use yotr canine senses 
to follow the trail. 





Scents ! 

One great thing about being a wolf is a superior sense of smelt. After you sniff a scent, you'll [ 
be able to detect the scent's tra 11 by engaging your canine senses; ; 


.ra 


( 2 ) Shadow Fighter 

Three shadow creatures block your way use yfdna's B-oiutton-irigeered dark power to 
envelop the trio in a circle of darkness, then let go. 'feu'll fell them all with one elaborate 
attack and open a warp portal. 


Travel by Portal ] 

with Mitfna's help, you can warp to open portats-places where vou’ve defeated shadov^ j 

bei ngs. 'vcm can travel thro ugh portals on ly in v/ol f form. Once you can transfer forms freely, ' 
portal warping will be a big part of your adventure. 


r 5 world of Tears 

The spirit will give you the second Vessel of Light nad ask you to hit the vessel's I6 tears 
witli the light stolen by the shado-ws. To do so, you vdll have to use ydur canine senses to 
hunt cloven a group of insects, most of v/hicb are hidden In the village's buildings. 

Insect Identification 

The village map shows where some of the insects of darkness can be found (they appear as 
white dots). The in-game overworld map shows three more insect locations, start by finding 
the village bugs, then work your way to the outskirts. 

Tears of Light Locations 


Kakariko Graveyard 
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3 Floating Bridge 

Shortly after you defeat the shadow creatures, you1l find a gorge that has a missing bridge. 
Midna will eirplain that you can find the bridge in the woods. After she opens the map, v/arp 
to North Faron Woods. The bridge is leaning against a rock wait, Watk up to it and call Midna 
vvheii you hear her faugh, then use her to warp the bridge to Kakariko Gorge. YA'lh the 
bridge in place, cross it and continue to foflow the youths' scent. 

4 A village in Trouble 

Using your canine senses, 
you'll find a place to dig 
under the Kakariko village 
gate, once you're on the 
other side, ru n into the vil¬ 
lage and defeat three shadow 
creatures (beating the loner 
first). Though the village is 
dark, you will find the spirit 
Eldin in a glistening pond. 


Complete Your insect Collection 

The first insects that you'll come across are in the shaman's house, near the pond, walk to 
the tree or the cart at the back of the round building and call Midna after she giggles. She'll 
lead you up to the roof. Fall through a Ivole. After a cut-scene, pick up the stick on the floor 
and light it. Then run around the nooin to ignite the four candles. The cellar will open. 










































































once youVe m the 
cellaf^ activate yagr ^cn$e$ 
then attack the three insects- 
in the room. You'll! defeat 
them easily. Collect the blue 
tears they fea-ve behind, and 
walk to the room to the 
north. Midna wrEI lead yoj 
up the scaffolding and into 
the graveyard. 




Q You1l Spot a dot cm the 
in-gome groveyord mop. 
Activate your senses to track 
the bug. You may have to 
fight bats on the way. When 
you reach the bug's location, 
you'll see a dark spot on (he 
ground. Dig there to expose 
the insect- Defeat it then col- 
lec.t the blue light. 



El Emerging from the 
graveyard, wo Ik east to the 
general store, m the store's 
side yard, you'll find a pas¬ 
sage that leads you inside. 
Use your canine senses to 
find another insect, and 
attack I be creature to collect: 
the stolen tear,. 


|3 climb to the top of a 
shack north of Barnes Bomb 
Shop. Press A to crash 
through the window of the 
bomb shop. You'll find the 
insect behind a dresser 
upstairs. Run into the dresser 
to knock it aver and expose 
the bug. After you defeat the 
insect, climb onto the toppled 
dresser then up to 
an opening. 



cliff, follow a bug into the explosivcs-storage building nearby. Once Inside, pick up a stick, 
light it, and transfer the fire to the furnace. Make your escape while the rest of the building 
catches fire. The building wifi explode after you exit, leavirtg three Tears of Light vrhere 
there were once bugs. 




You'.!I find a "dead end" 
sign fust south of the general 
store. Walk past it aitd up a 
hill. At the ledge, jump 
across the gap to the corner 
of the inn's roof. Enter the 
inn, pick up a stick from the 
floor, and light the slick as 
you jump from a table and 
past a torch. Use the llaminig 
stick to start the fufriace and 


smoke eut arr insect that 
nests in. the pipes. 



Climb to the top of the 
ledges northeast of the for¬ 
mer explosives hold, then 
engage your canine senses 
once you reach the building 
at the top. You'll find a place 
to dig at the base of the 
building, giving you access 
to the structure's inlerior and 
another insect. 


Listen to the Goron Guard 





El As you explore tfie rest 
of the inn's rooms, you'll 
come across nomnsect ene¬ 
mies. Make s hort work of 
them Willi targeted atlacks, 
then climb up to the second 
floor and, with senses 
engaged, root out 
another Insect. 



^3 There's a row of board¬ 
ed-up houses on the west 
side of town. Climb onto a 
pen on the southern end of 
the row, then hop from roof 
to roof. Fall through a hole in 
the third house's roof then 
move a crale to hunt down 
an insect. 


There are three Insects on Death Mountain. Shortly after you enter the area, you'll discover 
a Sleep cliff, walk up a gentle slope to the left, then let Midna guide you to the top of the 
cliff with aseTles of jurrsps. At the top. use your canine serises to listen to a Goron. He's not 
happy to be on remote sentry duty. 



Run north until you 
reach a series of geysers. 
Engage your senses then 
uncover and attack a guickly 
moving bug. Avoid Steam 
from the geysers as you 
move. If the hot gas hits you, 
it will knock you over but it 
won't cause damage. 
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Tears of Light Locations 
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single attack. 
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121 Immediately alter you defeat the shadow creatures^ engage your senses. You'll dis¬ 
cover an insect in the area, possibly wailing on a fcnce^ Either run into the fence lo knock 
ihie insect to the ground,^ or use f^idna's dark energy to stun the creature. 


IS Continue along I he 
path, avoiding falling fire- 
balls and steam geysers as 
you move. You'll enlist 
Midna's help to jump to new 
heights a few timesy then 
eventually drop irtto an area 
jittered wilh enemies. Once 
you've defeated the visibfe 
creatures, use your senses to 
find I he final insect. 
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IHC ItGCNO OF lELOA: TWIUQHTrflJfTCESS 


Interact wiih the stone in 
the path to learn a new song 
and get the attention of the 
wolf who teaches hidden 
skills. Howl with the wolf. 

He will Icl't you to meet him 
later, in your human form, to 
learnaskfIL His location will 
appear on the map. 
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to Faron Province 


Back to the Tunic 

4s soon as voir fill tJio Vessel of Light, you'li return to liurtiao form and go directly to ttie 'Ul¬ 
lage pond. where the spirit Eldin will explain that the Gorons in Death Mountain have the 
next sreastire that you seek. Head north after you speak to Eienado. the shaman. 
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6 Bested by a Goron 

On your way up to Death Wouniam, yon’ll encounter a Goron who will roll right for you. He's 
considerably more powerful than a runaway goat and will knock you off the ctiTf. Return to 
the village, where Renado will: tell you that you need help (rorn Bo, mayor of ordon, to learn 
how to keep a rolling Goron from flattening you. 



7 Horsing Around 

When you reach the center of iov.^n, Epona v/ill barrel tlirough, knocking you to the ground. 
Mount your steed then follow onscreen prompts and keep Link contered on the horse to 
stay in the sadcfle. After you’ve ridden for severcil seconds, you'll be able to seize the reins 
by pressing the A Button. 



i 

! 

\ 

I 

« 

I 


\ 




Learn a New Skill 


Wmv that you have a mount, 
you'll be able to jump the vil¬ 
lage gate and return to Ordon 
Village. On. your way, you’ll 
receive a new hidden ski IL 
the Shield Attack (an excel- 
lent defense against eneinies 
who use projectiles}, in tiie 
forest spring area where you 
first saw ilia and Epona. After 
you’ve learned the Skill, head 
for the mayor's house in 
the village. 






























































































8 Earn the Iron Boots 

If you're going to put the Corons in their place, you’ll need to learn the techniques of the 
sumo v/resi(er. Mayor eo vdll school you on the basics. After a warm-up match, you'll wresile 
for real. Move, slap, and grab. With victory, youll earn the Iron Boots. 




Foi(owing your second victory in the sumo ring, 8o will reward you with the Iron Boots, 
You'll use them for a variety of purposes In the Gqron Minos. 




Eldin Province 


@ The Thundering Herd 

On your retunn to Kakanko village, you will witness Colin's kidnapping by a group of hoar- 
inounted beasts,. Chase them northeast into the field and knock them off their rides. 




Vouririilial victory against 
the leader of the mounted 
beasts leads to a joust on 
the stone bridge. Charge 
toward yoyr opponent at full 
speed, swerve (elt or right 
as you draw near, then 
swif^g your sword when you 
pass him (a nunchuk-shak* 
tng circle swing works best), 
if you miss, pull back to turn 
around, then charge again. 





The Iron Boots 


Though your pace slows when you're wearing the Iron 
Boots, the heavy footwear has practical purposes. Wear the 
boots to stick to nragrtecic surfaces, sink in water, and walk 
past steam jets tliat would knock you 
o^'er otherwise. 


10 The Right Shield at the Right Price 

When you return to Kakariko Village, you’ll discover that youngster Mato has opened his own 
shop, Malo Mart. The mart's top‘Shelf item is a Hylian Shield. You can buy ic elsewhere, but 
Male's price (200 rupees) is the best deal around. Purchase the fire-resistant protector 
before you head back to Death Mo^mtain. 

































































































wac^r to reprani^h your Near tEie springs, youll find a shop v./here you can buy, 
among other things, a replacemeni shield and Lantern ofk 


The Hylfan Shield offers much better 
protection than the wooden Shield. It 
can deflect more-powerful projectiles 
and, ur^like tiie wooden shield, it won't 
burn up. 


14 Sumo Showdown 

The (relatively) diminutive leader ofth-e Gorons, Gor Coron, will challenge you to a sumo 
match to test your v/orthi ness as a hero. Strap on the iron Boots and remember your train 
ing. One toss out of itie ring is all you need, 


11 Toss the Goron 


fteturn to Death Viountain with 
your Iron Boots at tho ready 
When the Goron who pushed 
you over the edge tries to do it 
again , pul on the boots, when, 
prompted, press A to stop the 
Gorgn, then lo^s him to either 
side. VouTI repeat the process 
with other Goronsas you cort^ 
tinue up the path. 


Gor Coron will at tempt lo 
stun you with 3 slap. If he 
manages to grab onto you, 
press A repeatedly to wres¬ 
tle free. When you've got a 
cfcan shot, swing at your 
opponent, grab him, then 
push frirn over the edge. 


?he road to the Goron: 
encampment is dangerous. 
When you reach si place 
where archers aim to keep 
you from progressing, pick 
up 3 tall blade of gra-ss and 
use it to call a falcon. The 
bird wiI Hand on your arm 
and offer you a way to take 
outthc enemies. 


Elevator Operator 

The Goron Mines are Open to 
you. However, if you want to 
explore before you take on 
your next big challenge, find 
the elevator Ml corcoron's 
chamber-it will take you to 
the rest of the camp. Use your 
iron Boots to make it move. 


Use your remote to aim at 
one of ihe archers, wait for 
any geysers in the vsray to 
die down, then press A to let 
go of the bird. The falcon 
will fly straight and knock 
out the assailant. Repeat the 
process with the other 
archers, then look foranolh- 
er blade of grass near the 
next group of enemies. 




13 Spring and Fall 

Vou' 11 witness t\vo things at |J|0 
the camp: a Goron givi ng his H|H 

pal a boost and the crash of a ! 
molten boulder. You 'll dea I ' 

with the rock later. For now 
light Gorons until they roll up, ‘ 
climb onto thenv and use 
them to launch to the top. 
wear the boots to walk 
tlirough steam blasts, 


!NiNTE»;Da H^LAYLF^ EiUlDE 





on your way to the top of the encantpment, youTI come across hot springs. Wade in the 
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A troubled Goron leader and a treasure await in the 
lava-flooded domain of the mine dwellers. 

- - • 

■■ _____ .A _fc^.jJb«L-... 







EEttrance 


Goron Mines IF 



Key Shard 1 
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Goron Mines 2F 


Twilit tgniter-Fyrus 


Key Shard 3 
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Key Shard 2 
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0 Old Faithful 

Uva Cor as Midna calls theiHr Clame pillars) spit forth niolcen rocJt ir the louver 
reaches of the Goron M i nes. As you move from ledge to ledge- over the open lava river, wait 
for each geyser to die dov/n before you leap. 



0 Don’t Flame Out 


The first section of the mine 
is real adventurer’s territory. 
You’ll break wooder barriers 
with your sword, jump gaps, 
and outrun balls of flame, 
wfiCiT a steady stream of ffre 
blocks your v^ay. look for a 
switch on the floor, activate ft 
with your boots (turning oft 
the flame temporarily), then 
take your boots off to run 
through the passage quickly, 
AS you approach the heavy 
door at the north end of the 
first chamber, jump onto the 
huge platform next to it. 
Switch to your hoots to make 
the platform drop, causing 
the door to open. 



3 Key Finding 


When you enter the large 
round chaniber, acui-sceite 
I will focus on the magnet that 
i hangs above the area, but 
I what you want to look at is the 

I treasure chest below. Take the 
j path to the left that leads 
] down to t he chest, ^nd open it 
j to reveal a Small Key. Climb 
I back up the ramp, follovi^ the 
; path to the east side of the 
I chamber, and use the key to 
I move ort. VouTt encounter 
i fire-spitlmg Dodongos in the 

I next area. Target their tails 

I with sword swipes. 
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4 Tug-a-Wall 


There's a chafn attached to a 
section of v^'all in the north¬ 
east corner. Pull it to make 
the wall slide. Wait for the 
flame pillars in the area to 
drop, then let go of the chain 
and jump from platform to 
platform until you reach (he 
passage that the wall was 
blocking. If you get there 
before the w^ii slides bock 
into place, you'll be able to 
continue along the path. 



5 Heavy Metal 


You'll go from a room ffooded 
with lava to o-ne ftooded iwith 
water. Jump in. use your iron 
Boots to Sink to thebottonii 
(while watching the oxygen 
meter in the upper-left corner 
of I fie screen) and walk to the 
switch on the floor. The switch 
will activate a magnet above 
the pool and pull you toward 
it, iron Boots first, After^vard, 
you'll be able to walk on mag¬ 
netic blue surfaces, e^ien on 
walls and ceilings. 




0 Key Assembly 

in the room of elder Gor Amoto, you'll learn that tbe area's Big Key is in three pieces, Gor 
Amoto will give you the first of the Key Shards and tell you to find tv/o more elders who have 
shards. The completed key will let you into the room where elder Oarbus is being held. 
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7 The Treasures of Gor Amoto 


11 Crystal Quest 


Behind Cor Amo.to, you1l dis¬ 
cover a chest thathoids the 
durigeen map, and another 
one that holds 30 ry pees. 

C limb the ladder and pick np 
the pot that shakes. Inside the 
'pot vou'n find Ooccoo, who'll 
let yon warp out of the mines if 
you need to (ea've in a hurr^j'. 

8 Wall Crawl 

From the perch where you found Oocgoo> follow the path to the ledge that overlooks the 
water. Vou'll notice blue walls to your left and right. Put on the iron Boots and use them to 
walk on the wall to reach the ledge and door on the v<^est side of the room, in the next room, 
whicli holds a Piece of Heart, activate a magnet switch then walk on the curved path on the 
ceiling to the west 



9 Magnetic Pull 

When you return to the large round chamber that acts as the Goron Mines hub, you'll run to 
a. platform in the middle of the chamber and fight a gang of teddies. After theyYc gone, 
stomp the platform's switch to activate a magnet that will carry you over the lava. 



10 Underwater Treasure 



The Hooded passage north 
of the hub houses a group of 
Teklites. Slice the bugs then 
drop into the water. Put on 
your Iron Boots when you 
get to the pooFs northwest 
corner. When you reach the 
fioor, you^ll find a chest that 
hofds a Small Key- 




Swim to the southeast sec^ 
tion of the poob sink to the 
bottom^ push a crate out of 
the v/ay, then walk into the 
wire cage. Remove the boots^ 
sv/lm up to the surface^ and 
climb onto dry land. 


Wearing your Iron- Boots, 
stomp on tire pint form ot tlie 
east end of the room to acti' 
vate a magnet. Use the mag¬ 
net and a magnetic path to 
get tp the room's highest, 
platform. Walk to the center 
of the room on the platform, 
then hit another switch to 
activate a magnetic stream 
below you. Drop into the 
magnetic stream, ft will pull 
you to the west wall, where 
you'll walk 0 curved path to 
a platform. After you drop to 
the platform and collect 
some rupees, attack the 
platform's blue crystal to 
open the gate at the north 
end of I he room. 


12 Heart Bypass 


In the room that houses two 
Qeanios statues and a draw- 
brldgerClirnbupthcwaiion 
the east side while vrearing 
your boots, aiid branch to the 
right, vou'll find a chest that 
contains a Piece of Heart, 
walk the path again, branch 
to the left, and cut the draw¬ 
bridge rope with your sword. 



13 Avoid the Archers 

Vou'IF see three archers at the far end of the mine's central northern chamber. Vbull defeat 
them later. For noiv, run to the center oF the room, collect a smafi Key from a chest in the east 
tavoiding a Beamos), then follow the path vresi to a locked door, use the key tocoittinue. 


14 Walk and Roll 


A long platform revolves at a 
steady rate. There are three 
magnetic patches on one side 
and one on the other side. 
You’ll get to the far end quick- 
ly by walking on the side that 
has one patch {sticking to it 
while the platform turns), but 
the three-patch side is a 
better bet. 
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i5 Another Puzzle Piece 


t7 Disarm the Turrets 


Gor Ebizo will greet you and give you the second Key Shard in the northwest corner of the mines. He'll also tell you that a 
rew v/eapon is almost in your grasp. Collect a 10-fupee piece from a treasure chest, climb a ladder, and follovj a path to the 
upper portion of the fast room chat you were in. Turn to the right and use your boots to ^valk a magnetfc path to the door on 
the room's south side. 

16 catch the Guardian off Guard 





The round room on the west 
side of the mine bouses a 
guardian who will stop at 
nothing to protect his territo¬ 
ry. His weak spo( is his belly. 
Get close (o him, take a few 
swipes,, and attack his stom¬ 
ach when be raises his arms. 


Alter you hit the guardian's gut a few times, hell ball up 
and roll toward you. lhal's your cue to pul on the Iron 
Boots. Face the creature, press Z lo put the camera behind 
you, and wait for Ihe monster lo approach. Press A to grab 
him when he gels close, I hen toss fiim left or right. When 
you've thrown him into the lava three times, you'll win. 


You'll find the Hero’s Bov/ in the chamber south of the 
guardian's room. Coliea it, equip ft, and use tt to cut 
tlie rope that holds up the drawbridge to the south. 


The Hero’s Bow 


I 



continuing your purney south, you'll enter a room full of 
inactive Beamos statues. When you reach the Beamos at 
the south end, it (and the rest of them) v/ill come to life. 
Fire an arrow at Ihe south lurret's reef light. Return to the 
other Beamos statues and knock out their lights, too- 



With the turrets out of commission^ you can pull them 
out of the way an-d walk around them. Go to the other 
side of the turret that's due east of your tocation to find 
the compass. 



Those Coron elders aren^t easy to find. But by entering 
the room to the west of the turret-filled chamber, you 
will discover the third one and collect the last Key Shard. 
You now have the Big Key. Collect a SO-rupee piece from 
the room's chest, then return to the turrets. 





* 





















































































Gof on Mines 


19 Your Aim Is True 


(21) ArcKery Practice 


As you advance along patli south or the turret chamber, you'll reach a wire ieiice. Roll 
into It to knock itwer. Before you start to jump onto the small islands in the lava, use your 
bow to lilt the enemies that are above ihe islands. 




When you gel to the gale at the north end of the room^ youlifmd a SWllCh 00 the 
ground that wiH activate a magnet and pull you to She ceiling, where a Oodongo waits. 
To maEce the battle easy, target its tail from below with your bow before you go to the 
ceiling. Wiilfe youVe walking on the ceiling, you'll ccmie within view of the crystal that 
opens the room's gale. Hit it with an arrow, then drop to the floor and advance. 


20 Turn North at the Hub 


vou'il find yourself in the ivesi 
side of the main room's upper 
reaches. Collect a rupee prize 
to the south and use an arrow 
to cut down a drav^bridge to 
the north. There you1l trigger 
a magnet on a crane that will 
carry you to the room's riorth 
end. Head north from there. 





When you return to the archer-guarded room, stop moving and target all of the creatures 
(liat you can see, then advance to the east si de of the room,. 




Approach the Beomos that 
was once protecting a Small 
Key and use an arrow to 
shootout ils red light. Piili 
the Beamos to revoaf a pas¬ 
sage to tlie roonn's 
upper level. 


Target more archers from 
Ihe upper level (target the 
explosive barrels for easy 
kills) and advance to a 
switch that triggers a mag¬ 
net on 3 crane. From there, 
drop to a platform. 


Pul on your bools to let Ihd magnet pick you up. It'll take you to the drawbridge in the 
room^s northeast comer. Target Ihe drawbridge's rape. After tfio drawbridge opens, drop to 
it and move on. 


Healing Help 


Before you cross the drawbridge, explore tl>e platform in tlie 
northeast corner. Break boxes and barrels and free a fairy, 
scoop up Ihe fairy with an empty bottle. 
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After you endure knottier battfe ^against archers and m^ke sngther drawbridge open,y(Mi‘ll he^d off to tbe b(^'$ cti^mbc^r Patriarch 
Oarbus is not feefifig like himseif. He's, been possessed by a ftory being, and the only way to make him return to normal is to defeat his 
new form, Mjdna vrill tell you that the shiny object on the monster's forehead is its true eye. Hit it with arrows. 
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After you score adirKt bit, the Sieast.will walk around dazed. 
Run behind him: and grab one of the chains that he's dragging. 
Rut on yoijr Iron’ Boots for traction then pull the chain, tf you 
manage to tighten, it. Fyrus will trip and falk and his fire will 
go out. If you don't have any luck fe I ling the beast by draggi ng 
his chain, you'll knock it fb the ground eventuallv by hitting its 
shiny spot with enough arrows, once the beast is on the 
graurid, run up to its luminescent weak point and hit it with 
your sword. You should be able to get in a bout three quality 
hies before the creature ignites again and stands up for anoth^ 
er round- After $ few rounds, you’ll defeat the creature for 
good and earn another Fused Shadow for Midna and another 
Heart Container for yourself. As a rev/ard, Midna v/ill ted you 
I he name of the ki ng of iwi light: zant. _ 
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Lanayru Province is home to the aquatic Zora people and 
the waters of Lake Hylia. Hope youYe ready for a swim, 
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i; An Explosive Offer 


By the time you've conquered the Goron Mines, the Barnes Bomb Shop in Kakariko village 
will be back in business, If you try to purchase bombs, Barnes will offer you a special doal-'a 
Bomb Bag with 30 bombs for 120 rupees. Take Barnes up on his offer. 




Hawkey e 



Bombs 


once you're armed with bombs, you can 
destroy obstacles at will. Equip the 
bombs, press the B Button to ignite the 
fuse, then press B or A to throw or set 
down the bomb. 





The Hawkeye functions like binoculars and lets Link see great distances. Combined 
with the bow. it vjorks like a sniper's scope-perfect for hitting distant enemies. To 
find it. head to the north part of town and get a boost 
from the Gorons to the upper levels. Atop the high 
tower, you'll find Talo, v/ho asks you to participate in an 
archery game. Whether you hit the last target or not, 
the Havi/ke^ will become available in Malo'SStore. (If 
you do hit the target you'll receive a Piece of Heart,) 

You'll also eventuaflv receive a fetter that, dues you 
in on the new item for sale. 


Go Long with the Bomb 

AS the shopkeep indicates, you can combine the arro'jvs with bombs from the equip menu- 
first equip the bow, then higldight the bombs and press the z Button, once you enter htyrule 
Field, vouTt get a ieiwr from the shopkeep explaining the process, but if you use the explo¬ 
sive arrows before you leave Kakariko Village you can acquire a Piece of Heart. 
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To the ioft of ihe Spinl Spiirg., you'll see a bluff that has three boulders on top. Shoot the 
boulders witli the explosive arrows to reveal a Piece of Heart, then use the Gale 
Boomerang to retrieve the treasure. Vou can explode a lower group of boulders to reveal 
a path lo another Piece of Heart, 


2 ) Back to the Bridge 

Idake any desired purchases in Kakariko Village then ride Epona north through Hyrule Field 
and across the stone bridge. Bomb the boulders that block the path, when you blow up the 
boulders, the bridge will break and twilight-realm creatures will fall from Che sky. You don't 
need to fight them now if you don't want to. If you choose to fight them, use Link's spin 
attack to finish them all at once. 


(s It’s in the Bag 

Shortly after Midna helps you penetrate anotlver curtain of twilight and you return to wolf 
form, you'll find Ilia's bag. Forget the youths' scent and learn Ufa's scent, 


























































Provifwe 





Lanayru Province 


W^terBomb 


Zora Armor 


Paron Province 


H^2: 


8M9 


Lake Hylia (filled with water) 


Eldin Province 


to Orcfoita Province 


4 The Nose Knows 

Follow ihg scent all the way to Qstle Town. Eventually it will lead 
'/ou to Telma's Bar. where itfa is caring for a, zora child. Listen to 
her atKl the nearby group of sotdiers. 



With all the spirits roaming Casllo Town., it's easy lo ^et 
dislracted. Stcck to following Iliads scent. 



Vou'll learn from the soldiers thal something's amiss at 
Lake Hylia. Check their map to see where trouble's biew- 
ing, then head there via the town's eastern exit. 
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(D Jump off a Bridge 

Continue east a!ter you exit tlie town. While you're crossing tlie Great erfdge of Hylia. you’ll 
be ambushed by an enemy that lights the bridge on fire.. Climb onto one of the boxes and 
use it to jump over tlie rail. 

(?) Monster-lt’s the Only Way to Fly 

After recovering from your fall, listen to the 2ora soidiers then iisten to Fyer near his shack. 
He'll spot a monster prowling the edge of the lake, when you head after the monster, it 
mounts a giant bird creature and attacks. 



Dodge the rider's flaming oirows, and when the bird monster ssvoops down and 
altQrrrpts to grab you, jump^atlark it with the A Button. Keep pressing the A Button to 
inflict damage. Eventually you'll knock the rider off the bird; defeat the rider with slan^^ 
dard attacks. 



After you defeat the rider, 
Midna will take the bird 
creature's reins.. Conirol the 
creature by poinling the Wii 
remoEe In the direction you 
wont to move, and dash 
with the A Button. Dodge 
the flaming arrows and 
fatting rocks, and don't crash 
into the scaffolding. 


7 The Frozen Falls 


When you roach I he base of 
Zora's Dom.ain. you'll see why 
the water isn't flowingi every- 
thing’s frozen! Ascend the 
frozen ivaterfsil by summon¬ 
ing Midnaand rtpeatedly 
pressing A to jump from 
ledge to ledge, if you see a 
shaking icicle, let it fall before 
you proceed. 



8 Triple Threat 


AS you approach the 2oras' 
throne room, you'd 
encounter three shadow 
creatures. First circle around 
to the left and slay the single 
creature that's protected by 
the barrier,, then use your 
muHicnc my Attack to take 
out the other t'.vo monsters. 



^ . j. 



9 Rock On, Dude 


The Zoras are frozen beneath 
the ice, so use ^fidna's warp* 
ing abi lity to warm them up. 
warp 10 Death Mountain then 
clieck In with Midna wlren 
youVe near the huge rock 
that fell earlier. Warp the 
rock back to Zora's Domai n to 
melt the ice. 



10 Off the Deep End 


After you exit zora's Domain, dive into tite water and follow the river back to Lake Hyiia. 
You'll wind up at the spirit spring. Talk to Laiiayru to get rhe third vessel of Light. 


Tears of Light Locations 







































































Lakeside Extermination Service 

B You'll encoiiiiEcr the first bug 3S soon us von exit ibo spirii Spring. Follow ihe wooden 
bridge to yoLir riglit and switch to sense mode to dispose of the creature. 

Q When vou head across 
the circular island, you'll 
encounter three more shad¬ 
ow beasts. Defeat them and 
comiiiije on to Fyer's shack. 

You’ll find a flying bug near 
the back of the shack. Avoid 
the bug's attack when it 
swoops down, then counter 
with an attack of your own. 



B South of the round island 
is a series of disconnected 
islands. Jump from island to 
island, using dash jumps to 
clear the gaps. 1f you miss a 
jump and fall in the water, 
you'll have to swim hack to 
dry land near the v/ooden 
bridge, when you reach the 
high ground, dig up aivd 
defeat the irtsect. 



More Unfriendly Skies 


Q Head to the western 
ed ge of Lake Hylia. where 
you'll find the fourth shadow 
bug. After beating the bug, 
howl near the fan I ike plant to 
summon the giant bird mon¬ 
ster you rode earlier, it's your 
ticket to catching the next 
four bugs. 



Activate sense mode as you fly through the cavern in the grip of the bird creature. 
■When you get dose to one of the bugs, lock onto it with the z Button, and dash into it wlien 
it's not electrified to destroy it. if you miss any of the bugs, fly through the cavern again to 
take care of the stragglers. 




LiitutyruPt-oviiwe 


Listen to the spirit near the boabrental cabin-a bug will appear. Destroy it lo claim 
your ninth tear. Before you seek out the remaining bugs, locate the nearby Howling Stone. 






I stone by the stream 

j You'll find a Howling Stone north of the boat^rentai cabin, tf you match the howl sequence, 
j the swordsman \\i!l appear nearthe castle to teach human Link a new skill. 




Follow the path next to the river to re-enter Zora's Domain. 'You'll find two nfore 
I bugs in the center of the pool. Stand on one of the floating leaves, and jump-attack the 
i hugs. '^'00 can't h ur t ihein while you're in the water. 
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Q Oil the western shore of the pool, you'll encounter another bug. Dig it up if necessary 
and defeat it to collect another tear. 




j 

10 Lise Mitfna to jump from ledge to ledge and climb the canyon wall. Partway up, vou'lf | 

find a path leading south. Jump the gap to reach the path, and defeat the bugyou'tl find, i 

\ 

follow the trail q| rupees to t 
find the path Ed the 1]jtli | 

bug. Midno vvoo'l offer to | 

help yo u cl ear I be ga p; you j 

can moke the jump on 
your own, \ 

\ 

I 

i 

I 
1 



^ One of the bugs is 'On a 
wall in the throne room. Ram 
the wall to knock ihe bug 
loose, then defeat it to claim 
its tear. Afterward, retrace 
your steps to Zora's River 
tump into the southeast-flow¬ 
ing river to take a shortcut 
back to Hyrute Fietd. From 
there return to Castle Town. 



i 


i 
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When you get to the 
entrance to castle Town, 
you'll be assaulted by anoth¬ 
er trio of shadov^ beings. 
Defeat ihent and enter town; 
you’ll find another bug just 
outside Telma’s Bar. After you 
collect the tear, a final bug 
will appear at Lake Hylia. Use 
Midna to warp there. 













































































The Mother of All Bugs 

EQ The final tear is held by a giant insect boss. Like its smaller coumetparts, the boss 
With electrified swoopittf charges^ Dodge the charges and use your jump attack lo 
hurt the boss wheri the cleclridly subsides* 


Fafbl's Flight-bv-Fowl minigame lets you float dov/n to the lake via Cucco, colfecting rupees 
and aiienipting to land on a set of tiered platforn^s. Each tier has a different reward (from 
top to bottom}: 100 rupees, a Piece of Heart, 50 rupees, 20 rupees, and 10 rupees. 


12 Backstabber 

If you activated the Howling Stone near Zora's Domain, you'll find Che golden wolf to the 
right: of the Castle Town entrance. Face the ghostly warrior to teoi’n tiio Back Slice. 


AS you enter Castle Tmvn. the mailman will deliver a letter notifying you thattv/o new 
minigames have opened near Zora's Domain: i^a's Rapid Ride and Hena's Tishing Hofe. rf you 
want to carry multiple types of bombs, visit iza's Rapid Ride.To get there, proceed to tlte sec¬ 
tion of Hyrule Field norili of the town and travel to the northernmost point, where you can 
bomb open the cave to Zora's oomain. Fforn there, follow the river south until you reach a 
cahin. After you defeat some shadow creatures outside of the cabin, Iza will ask for your help 
blcying up some rocks, when you accomplish the task you'll get an extra Bomb Bag, allowing 
you to carry multiple types of bombs at once, if you rfde the rapids again and score 25 points 
or more, you'll win a Giant Bomb Bag upgrade, v^hich makes your current Bomb Bags hold 
twice the number of bombs. While you’re in the area, you. should also visit Hena’s Fishing 
Hole. If you snag the Piece of Heart on the precipice while fishing, it's yours to keep. 


After you damage the boss, 
the bug will submerge and 
swim through the water in 
an otlempt to damage you 
with (ts oloclrkal charge. 
Stay on land unless you 
need 10 dodge an attack, 
and wait for tjie bo:ss to 
resume its airborne assault. 


Take the Scenic Route 


Now that you've fre^jd Castle Town from the darkness, the place is bustling with adivity. 

Before you head to Telma’s Bar, take some time to get acquianted with the town. There 
M are several points of interest, including the STAR niinlgame, Fanadi tthe fortune teller), 
f ai>d Agitha phe bug-obsessed little girl), if you have one of the bugs Agltha is looking for, 
shell gi'L'O you a Big wallet that holds 6 DO rupees, vou can also donate money to the 
preacher, but you'll need to contribute 1,000 rupees, before reaping any beneflL 


Castle Town 


Once youVe hit the boss several limes, 
it will fall into the water on its back. 
Leap onto Ibe creature's belly and use 
your charged multlenemy attack to hit 
all] ts weak paints at ance. 


The Third Light 
Spirit Returns 


After you've defeated the boss and collected the Tears af 
Light, light will be restored to Lanayru Province. The Light 
Spirit Lanayru will show you the location of the next 
Fused ShaclovA but will also give you a warning in the 
form of a Hyruliati hisiorji'lesson. 


11 Prepare for Launch 

vou can’t visit the Lakebed Temple without proper underv/ater gear, so talk to Fyer and try 
his attraction -It's the onfy way out of the lake basin. Once you've landed topside, you can 
play Falbi's minigame before heading back to Hyrule Field. 


B Goron Goods 

Gorons have set up shop in the southeast section of Castle Town's courtyard. Each Goron 
has a different item to sell you. The big Goron on the first floor wilt sell you a Hylian Shield 
If you didn't buy one in Kakariko Village, jget itnov^. 


HlNlLNCkd ^»LATLR$ BIUJD^ 




Overpriced 

Shop 


iovani’s House 


CMiron Shop 


HotSprlngwater 

Shop 


The Foitone-TeHing Mansian, 
FanadPs Palace 
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14 Battle on the Bridge 


Lanayru Pr(wmce 


16 Ghosts of the Zora 





Telma and ilia need to goto Kakariko village, and it'5 up to you to get them there. The first obstacle is 
another boar-riding enemy on the bridge, but this time the enemy is well- 
armored and ^vill deflect your sword attacks. Charge forv/ard on Epona.and as you 
get close to the enemy, switch to your bow and aim between his shields. After you hit 
him a few times, hcTl go careeningowr the edge, Ifta cuC-Scene.you'll grab a key that 
you'll need to proceed. 


15 Protect the Wagon 


After making the trek to Kakarlko Village, you'll be visited 
by the spirit of Rutela, Follow the spirit to the graveyard, 
through the opening she reveals, and to her husband's 
grave, where you’ll acquire the Zora Armor, 


Zora Armor 

The Zora Armor has 
magical enchantments 
that give the wearer 
the powers of a zora- 
spccifitally, the abili¬ 
ties to breathe and 
move freely urtderwa- 
ter. However, yon’11 be 
more vulnerable to Nre and ice 
attacks while the armor is equipped. 



Enemy archers, riders^ and flying boasts will try to slop I he wagon's progress, bul if you stay close you should be able to 
ward off most of the danger, Use your bow to defeat the archers that fire at you from the hills on either side of the road. 



17 Go with the Flow 


While you’re In Kakariko Village, purchase Water Bombs at 
the bomb shop. You may have to sell your stock of regular 
bombs, but the water Bombs will let you blast a secret 
shortcut from King zora's grave to Lake Hylia, 




If the enemies fight the wagon on fire^ you can extin¬ 
guish the flames by locking onto I he wagon and using 
the Gale Boomerang. Attack the enomy riders with your 
sword at close range^ and with your bow from afar. 



Flying enemies are particularly annoying—they will drop 
bombs that throw the wagon off course. Try to shoot the 
birds down with arrows, or lock onto them and hit them 
with the Gale Boomerang, 



Water Bombs 



Water Bombs function like regular bombs, 
but you can use them on land and 
underwater, They'lli come in 
extremely handy when you 
explore the Lakebed Temple, 


THf OF XELQA^ I'^YlLIGllT ^ItlriCCiS 
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Beneath Lake Hytia, sluices and hydro-powered 






*s secrets . . 
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Lakebed Temple IF 


Lakebed Temple 4F 



Lakebed Temple 3F 





Lakebed Temple B2 































































































































Explosive Entrance 


You must use Water BomJjs to 
open the entrance to the 
Lakebed Temple; if you don’t 
haveany^ one of the Zoras 
near the temple entrance will 
sell you some. Bomb the rock 
in frotu of the entrance to 
cause bubbl es to rise, then 
set another bomb, which the 
bubbles will carry upward. 




Aquatic Assault 


While vo^''“c underwater, you won't be able to use most of your equipment, and you won’t 
be able to use your sword white you're swimming. Keep your Iron Boots handy, since equp- 
ping them will let you walk m the floor and fight using your sword and shield, tvater Bom bs 
should also be a key part of your arsenaL if you find yourself vulnerabte against underwater 
foes, retreat to a position where you can fight oo solfd ground. 



Lakebed Temple 


(4) Map to the Map 

iir the large circular room» you can rotate the central stairs by pulling the levers, wliich v/ill 
allow you to get to otherwise-inaccessible parts of the room. To reach the dungeon map, 
head down the stairs and circle around to the south of the room, then jump from the ledge 
and grab the lover to rotate the staircase. Afterward, head back up the steps and grab the 
lever on the east side. Head down the stairs and go right to find the map. 



Taste the Chu ielly Rainbow 

Though it sounds gross, you can scoop up the remains of defeated Chus with an empty^ bot¬ 
tle and save them for later. The effect varies depending on the Chu Jelly's color; red and 
blue ones restore health, yellow ones fuel your lantern, and purple ones can heal or 
damage Link. 

1 Yank It Down 

The gate at the top of the stairs is shut tight, but you can open it by jumping from the ledge 
and grabbing the lever. Link's weight will pull the lever down and open the pte. You’ll 
encounter several similar dO'^ices throughout the temple. 


2 HoldonTite 


use your bomb/arrow combination- to shoot the thin necks of the stalactites that are hang¬ 
ing from the ceilings The stalactites will fall and create platforms that enable, you to get 
across the chamber. 



3 shell Shock 


The Helmasaursare impervi¬ 
ous to a frontaf attack. Either 
dodge their charges and hit 
them on their vulnerable 
back sides, or use the Hack 
Slice to circle around and hit 
them where it hurts. 



5 stalactites Are the Key 



Take the lower western exit 
out of the circular chamber 
and cross the bridge. In the 
next room, knock down the 
stalactites with ihe bomb 
arrows, then head down the 
passage to the right. Climb 
around the central pillar 
using the vines and drop 
onto the western ledge. 

If you kfiocked down the 
most distant slalaclile, the 
broken tip will form a plat¬ 
form on the geyser, jump 
frprn Ihe ledge to the stone 
pillar,, and then to the plat” 
form. From there, jump to 
the pillar that holds the 
treasure chest You'll find a 
Small Key inside the chest. 


6 Rise and Fall 

Return to the circular chamber and head upstairs. Circle around to the upper western door: 
you'ft find ooccoo to the door's left. Open the door with the Small Key and cross the bridge 
to the next chamber. Blast the stalactite near the northern wall 10 create a step that allows 
you to reach the vines and climb on top of the wall. 



From the top of the walb jump and grab the lever, which will cause the gate below you 
to open, jump dovm, continue through the chamber, and take the first door to the south. 
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I 7 Across the 

I 

I 

' You'd encounter a ffzard v^ar- 
fior in the roun<J room where 
the giariE cog is. After defeat” 
ing the creature, lake the 
southwest ei^icrhen head left 
I to find a treasure chest con- 

I taining another Small Key, 



8 Burst His Bubble 



Bead back through the cog 
room and turn left. You'll 
find a boulder blocking your 
pathf—deslroy it with a 
bomb. Conlinuedown ihe 
hall and enter the 
next room. 


10 Like Clockwork 


Follow the flowing water 
through the doar; you'd end 
up back in the chamber 
where you found a Smail Key 
earlier. You c^in collect a fairy 
in the area past the v/ater- 
wheel before entering die 
doorthai leads to the room 
with the huge cog inside. 
Jump to the lower level and 
make your vrav to the door on 
the east side. From there 
jump to a moving platform 
and take the door leading 
north. Head left and grab a 
Siiiatl Key. then return to the 
moving platforms. Ride a 
platform to the western door. 
In the next room use a Small 
Key to unlock the door to 
your left. 



I 


I 


I 



11 Fee I iiY Froggy 


tn that chamber an enemy 
jumps into a bubble to pra¬ 
ted itself. Use any type of 
bomb (or bomb arraw) lo 
destroy the bubble, then 
attack the foe directly. Once 
it's defeated, use a Small 
Key to get through Ihc 
locked door. 


Equip the Iron Boots and enter the water-filled passage. Since you can't hurt the jellyfish, 
it’s best to avoid them, but (f you're feeling daringycHi can explore the side caves and coKecc 
some extra rupees. Qlow up the boulder with a water Bomb to proceed through the pas¬ 
sage. then swim up to the next chamber. Look at the ceiling like Midna suggests to enter 
battle against a gargantuan frog. 

The huge frag sends o 

v , 0 . - • swarm of tadpoles after you; 

* • f ^ ■ osd the spin attack 10 kill 

Vr' ‘i several at once. Once you'vo 

them, the frttg ^ 

ytilnerable longue after' 


Head to the topofth^svest- 
ern tovrer by laking the spi* 
rating ramp. At the top you'll 
find an archway. Climb the 
archway and jump onto the 
lever to open the sluice and 
release the water. Follovi' the 
water to the bottom of 
the room. 


When (he frog opens its 
mouthy toss a bomb or 
bomb arrow Into Its gullet. 
The explosion will cause ihe 
frag lo collapse^ again 
exposing the tongue and 
allowing you to in diet 
moie damage. 




With the roam's lower area filled with svaler^ you can swim over la the large lish statue. 
Grab the lever that 's honging from the siatue lo open another sluice. 
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>^14 Up and Over 

Use <i bomb arrow to knock down the stalactite that's above 
the geyser, then ritle the phutorm yoo've created to the top 
ot the wall. Jump down and grapple to the ledge. 


Clawshot 


Like tho venerable Hookshot ot old. the clawshot is 
an extendable chain with an attachment on the end 
that will let you grapple to distant locations. After 
you've assigned the Clawshot to the B Button, you 
can target objects and surfaces from an over-ihe- 
sliotildervtewj the targeting reticle will turn yellow if 
you're aiming at a location you can grapple to. if you 
grapple onto a ceiling, you can raise, tower, and 
rotate Link with the Control stick on the nunchuk. 
The Clav/shot is also extremely useful in combat, it 
can tear the armor off of the arniadillolike foes, pull 
the green enemies out of their protective water bub¬ 
bles, and extract the vulnerable center of jellyfish. 
The Clawshot comes in handy for stuimingenendes 
as well. 


(is; Another Watery Rush 

Use the Clawshot to grapple to tlie vines on the ceiling and 
bypass the harrier. Drop to the floor. Then, as you did in the 
western tower, ascend the spiraling pathway and pull the 
lever at the top to get the v^ater flowing. 






(12 A River Runs through It 

using the Claivshot, target the red switch above the doorway in the giant frog's chamber to escape the room. Return to the 
central round room: now that you have the Clawshot, you can grapple to vines that let you bypass Che barriers and maneu' 
veraround the chamber freely. Head to the lower east side of ihe room and hit the red switch with the Clawshot, which will 
rotate the steps and allow water into the eastern chambers. Follow the flowing water through the eastern door. 


Lar^e gaps will impede your progress up the spiraling pas 
sage; use wcihtimcd grapples to get across. At the top of 
the tov^cL unleash the Clawshot to get the compass 
before heading back down to activate the second lever. 


Once the water Is flowing In the eastern tower you can grab 
some extra treasure before exploring the rest of the dun¬ 
geon. If you take the right door in the tower, you can obtain 
some bombs beyond the vifaterwheel. if you opt for the left 
door, you can dive into the pool to find 20 rupees, on the 
other side of the pool, go under the v^'atervjheel and enter 
the cog room, cross ihe cogs and take the southwest door 
to find more rupees. You can also grapple the gate open to 
get beck to the central circular room. 


13 From Pillar to Post 


After entering the room that contains chained platforms 
and tv/o giant cogs, grapple Ihe gold-and-ied target on the 
left side of the near cog. Drop to the pillar, get the bombs fn 
the treasure chest, and grapple to the vines on the iniorih- 
ern v/all. Grapple to the vines to climb up the pillars, then 
grapple to ihe vines along the upper non hern wall. Drop to 
the ledge and enter the northern door. 


The treasure chests don^t hold anything, essentrat. if you 
don't need the bombs or rupees^ you can head straight 
hack to the central room. 






THE IC^END-g^ filOA: fVrJhClHr PeiNCESS 


.but rauft Vciinn'Jtllfll 


Lakede/f I'empfe 
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17 Claw Your Way Through 




1 


The easiest way into the easiernntost channbers is to return 
to the central room via the left passage fron^ the east tower 
and re-enter the room that contains the dual cogs. Use the 
Cla^vsTiot to latch onto the near cog. and drop onto the pil¬ 
lar in the middle of the room. From there grapple onto the 
second cogarKl drop off witen you reach the eastern door. 




After ^-ou enter live boss's room from the central 
chamber, drop to the bottom with the tron Boots. 
The boss's Vi-ealr’point is the eyeball inside its renta- 
efes. Slay as far from the boss as you can while 
remaining in clawshot range, then grapple th-e eye 
out of the tentacles while Z-iargeting. and hit it with 
your sword, if you gel caught by one of thetenta- 
cfes, quickly unequip your Iron Soots, or, else you’ll 

r ‘ ■ 

be sucked into the boss's mouth repeatedly. 



After you pull out and attack the eyeball a couple of times. Morpheei will emerge from its hole and reveal its true 
form, unequip the iron Boots and scart swimniing.’ Position yourself above and behind the boss's head, but stay 




Keep an eye on Link's shadow as he's hanging from the 
ratatinq cogs. D rqp only when you can see your shadow 
oo a platform below you. 


18 waterlogged Labyrinth 

Jump irtto the water and find a boulder near the middle of 
the area. Destroy it tlien go through the newly created pas¬ 
sage and equip the (ron Boots to fall to the seaffoor, Blov/ 
Up another boulder in the southeast corner of the chamber. 
Proceed through th-e tunnel, then head to the surface and 
go through the door. 


av/ay from its rhouth or you'll get sucked In (unless'you quickly equip the iron Boots), when you're in range. Z^tar* 
getthe eye on the back of worpheei's head and nail it with the Clawshot. A successful hit will pull you onto the 
creature's head, allowingyou.to hit it with your sword. After several blows, Morpheel will be defeated. 


when you use Ihe Clawshot on the switch on the ceiling, 
a hole will open in the floor. Lower yourself through the 
hole and retrieve the Big Key from the treasure chest. 
Jump into the water and follow the underwater passage 
to make your exit. Afterward, head back to the 
central chamber. 


tiCNTEHDd qUIDE 


Z-targeting is the best way to tell if you're in range of 
MdiphceE's eyeball. As soon at the targeting indicator 
appears,, unleash the Clawshot, 
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priority. It won't be easy to reach her in your 




Between Dark and Light 

Your success in Lakebed Tempte will be foh 
lowed by nuch drama. The king of iwi light 
himself, zant, will meet yoo and Midna at the 
Spirit Spring (after a face-off with Lanavru) 
and clirde Midna for |(linking that the Fused 
Shadows could stop hint. Using dark magic, 
he'll embed a crystal in your head and injure 
your companion. 



Castle Rooftops 



Castle Underground Channel 
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Castle Town 


to EldPn Province 
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1 No Dogs Allowed 

YOU must speak to Princess Zefda about the developments with Zant and the Fused 
Shadows. Start bv walking into Castle Tcnvn. Thouglt the humans are afiaid of you (and 
they'11 kick you out oFTelina's Bar when you try to enter through the front cloorK the token's 
animals are willing to help, Telma’s cat, Louise, wiH lead yon through the window and into 
tlie castle's waterway. Push a box for a boost up to the opening. 




H:pmle Castle Tomt 


i Flushed Away 


Vour journey through the 
waterway will begin at a hub. 
walk a round the ledge, 
defeat the rats, then pull a 
chain. That will open a route 
to the north. After you float 
to the castle basement, you'll 
go up against a pair of spi- 
ders-burn their web vdth a 
riaining stick. You'll come 
across another web as you 
explore the underground. 
Light torches to ensure that 
(tiers will be a source of fire 
when you need it. Engage 
your senses at the dead end 
to identify a place where you 
can dig to the next 3rea, 





You'll do some tightrope 
walking above the bar's 
patrons. When prompted, 
listen in ort iheir conversa¬ 
tions. The ledges that give 
you access to the ropes are 
riddled with pots. You can 
movo the pots, but don't let 
them fall. 


2 Soul Sacrifice 



At’the entrance to the. 
waterway, you'll meet the 
sliell of a man, Jovani, who 
will ask you to defeat a 
ghoslto return part of 
Jovani's soul. After you do 
the deedjovani will open 
the waterway entrance and 
task you with finding the 
rest of the Poe Souls. 






Steal the Soul 

Enpige your canine senses and attack the ghost in the room. Once vou’ve knocked it to the 
ground, you'H have just a couple of seconds’to grab the Poe Soul From it before it comes to. Target 
the object and press A to pult the black sphere away from the ghost, you'll find more Poes later. 
Track ihem down inyouf wolf farm. Oiice you have 20 Poe Souls, return to Jovani for a rewacd. 



4 The Long Way to the Top 



You've been to the castle tower before, but Midna is in no shape to help you reach the top 
this time. Target and jump on enemies on your way up the spiral staircase. Use ropes to 
cross wide gaps. Outside 
you'll deal with strong winds. 

When the wind blows enough 
to make a broken bridge span 
the gap, jump onto the bridge 
and run across ft before the 
wind dies. You'll jump from a 
wooden platform to the roors 
peak, then follow that narrov^ 
path to zelda's towe r. 






Zdda vjill see that you are bound by an evil force ar^d tell you to go back to Faron Woods to find the 
sword that will tfiinsform you back into a hero. Then she'll saerf ITce herself to heal Midna^s injuries. 
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In the woods, near the Forest Temple, you'llfind a 
sacred grove where a great sword lies. 
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0 Unexplored Faron Woods 


j Climb atop th& sturnp wst of tin? monkey and lei Midna guide youio the area on the other 
\ side of the cliff. You’ll hop across wide gaps then cross bridges and ropes to gel to your des- 
I tinacion. After Mfdna leads you across several gaps, you’ii fight o ff a group of bats. M ove on 
! to two rotaiing bridge sections. 


toOntona Province 




O A Monkey in Distress 


When you readi the area, near the Forest Temple, you’ll find a monkey surrouinfed by ene¬ 
mies the likes of which yoi .1 have not saen In Faron Woods. You'll defeat them with ease, then 
learn aboul another section of fore.5t on the other side of a cliff. 


Once you reach the second 
seel ion, lei it foioie so that it 
points cast^svest^ then exit 
to the east. Avoid the swing¬ 
ing logs as you walk over 
Ihc two successive 
tightropes. You can stop on a 
cock between the ropes to 
wait for the second log to 
swing out of the way. 


at the Wind 


There's a Howling Stone oh 
j the far side of,ihe rope-strung 
I gap. Stop there and fol lovr the 

I howling instructions, Howl 
again v/lth the golden wolf. 
After the duet, t he wol f will 
show you where to go once 
you’re in human form to fearn 
the next hidden skill. 


NINTENDO IPWCRS«UIDE 
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(^ove 




YouHl do a lot of howling and a little fighting in the 
Sacred GrovCy and finally earn the Master Sword. 
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Sacred Grove 




to Paron Woods 




Master Sword 


Chamber of Stone 
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to Kyrute l^tefd 


Lake Hylia 


Castle Town 


to Zora's River 




to Etdin Province 



to Hynile Field 
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Howling Stone 





to Faran Province 


to Faron Province 
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1 Another Howling Stone? 


Shortly after you hov;l with 
the golden wolf, you'll Find a 
stone that leaches, yo-u anoth¬ 
er song. But, instead of learn¬ 
ing another skiff, you'll trig¬ 
ger the api^earartce of tiie 
SJtoH Kid a lid Ills skeletal 
henchmen, defeat the hench¬ 
men using Midna’s dark ener¬ 
gy, then chase the leader. 


oua If 




The Skull Kid's followers will 
continue to regenerate 
while you search the woods. 
When you find the leader, 
bite him. He'll Dpon a new 
seclion of (he maze and 
warp there. 


2 Growing Forces 



After you attack fhc main 
baddie a few times, he'll lead 
you to an arenau FighE his foi- 
lowers ilioTi hit (he loader 
while he^s busy calling more 
skeletons. Successful slices 
will cause your foe to call in 
iricreas]i >9 numbers of erea- 
lures. Eventually, you'll chase 
away the Skull Kid and a new 
section will open. 


0 Giant Puzzle 

At the entrance to (he Sacred Grove, you’ll hovs^l from a symbol on the ground to make two 
stone giants come to life on a group of blocks. They'll ask you to lead ihem to their sentry 
posts by hopping on the blocks. Jump in the following pattern: left, dovm, right, right, up, 
left, up, up, left, dov/n,down, right, and up. 



I 



The Master Sword 


Vou'll be drawn to the 
Master sword fn tlie 
Sacred Grove. After 
you touch it and it 
accepts you as the 
hero of the land, 
you'll return to 
hutiian form and an 
artifact that embod¬ 
ies want's magic-the 
Shadow Crystal-wit I 
drop CO the ground. 
Midrta will explain 
that the object a I lows 
you to turn into a wolf 
at anytime, if you 
want CO transform or 
warp toaportakiusE 
call Midna. 



Before you leave the area, 
return to the skull Kid arena 
do the east), and blast 
through a rock in the middle 
of tbe area. Transform into a 
wolf. Fight For a hoe Soul, 
then dig. ypu'tl discover a 
room in which a Piece of 
Heart appears once all the 
room's monsters are dead. 
























































































Warp to Castle Town then transrorm back into human form. 
While you're walking across the bridge to the town proper, the 
postman will stop and deliver a letter from Telma. She wants 
to inform you about a group of like-minded adventurers who 
have gathered at her bar. 



llie^rs- mt soPTit 

ItP nV bar ficpht awav. Thaafi jiruyai 
wJIE be E]dwi!tIu 3 allied Tor you,, 

Ypg htp/d fnfli b^l I'll bfl 

waiUfliT at; m}f Caitl-^ bar. 

tfima 



4 Adventurer^s Guild 


Tlie Iasi time you were in Teinia's Bar, you had to sneak in because you were in beast form. This time you can walk right in, 
Telma will tell you about a group of adveniurers who are trying to right the wrongs that have befallen the kingdoni. An old 
man named Auru has gone off to Lake Hylia. Look at the map in the room to see where he is. 



warp to Lake htyira and consult 
your map. Climb to ttie lower 
v^here Auru studies the Gerudo 
Desert. The old man V./III tell you 
about the desert and a cursed 
mirror. After you tell him thai 'you 
intend to go to the desert, he'll 
ask you to gi^'e a memo to Fyer. 



Go Spelunking 

A cave southwest of Auru’s lovrer holds three Poes and a 
Pfepe of Heart, stock up on bombs and Lantern Oil before 
you venture in there. You'll find more explosives and oil- 
alternative Chu Jelly inside. 


Hone a Hidden Skill 



If you hoiivled at the Howling 
Stone near the Sacred G rove, 
the golden v/olf ivitl be wail¬ 
ing for you south of the cas¬ 
tle, Look at the overworFd 
map for a gold dot and go to 
that location to find the wolf. 
He'll turn into a soldier and 
teach you ^tiur next skill. 
Which technique he’ll teach 
depends on how many skills 
he has- already taught to you. 




It won't he long before 
you're in another large dum 
geon, figh ting for your I if e. 
Before you leave town, stock 
upon all of the things you 
need: Lantern Oil, Red 
Potions, arrows, etc. Mow 
that you have the Clawshor, 
you should be able to suc¬ 
ceed in Castle Town's STAR 
minigame, use the Ciavrthot 
to grapple onto the cage 
walls as you zoom around to 
collect t he growing orbs, 
victory will earn you the Big 
Ouiver, vvliich holds as many 
as 60 arrows. 



There is a Howlihg Stone between Auru's tower and Fyer‘s 
hgf. Transform into a wolf there and howl The golden wolf 
v;i|] move tO the Gerudo Desert. Lucky for you, that's where 
youVe headed. 


6 A New Flight Path 

Go to Fyer's colorful hut (you can't miss it) and show him 
Auru's memo. Fyer will give you the option to take a flight 
to an oasis. That’s where vou want to go. 
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A mysterious mirror awaits in a desert keep. Before 
you get there you’ll deal with boars and lots of baddies. 
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0 Cross the Desert 




Gerttdo Desert 


3 Camp Counseling 


Lantfing in the desert makes 
M([lna reflective. She'll tell 
you about vvhac happened to 
her people and ^vhy she 
needs the Mirror of Twilight. 
Vdur journey continues in the 
desert's northeast corner, As 
you make your way there, run 
around the chasms and 
■A'atch for enemies. 



Iilurf ‘-jUI f i i 1L-' rJ 


Go north on foot to the next 
area. Before you get too close 
to the camp, use an arrow to 
knock the archer off the 
tower. Run inside the gate, 
head east, and continue the 
fight. There are many ene¬ 
mies ahead. Lock onto them 
and swng away. 



i 


The Missing Link 

A Slone monolith reaches for the sky in the desert’s southwest section. Midna will note that 
the object appears to be man-made, it's tire middle section of the Bridge of Eldin. Use 
Midna's hefp to warp it to the span. When you return to the desert and travel to tire bridge 
chunk's former I ocation-Uie Gerijdo Mesa-you'll discover the SO-level Cave of Ordeals (p. 
163). You're not equipped to survive the cave yet, bul go there later to free some fairies. 


2 Catch a Ride 

A$ you approach the building in die northeast, a pair of foes on boars will charge. Hit them 
both with spin attacks or a Hawkeyc-enabled arrow, then mount one of the boars, a big pig 
doesn't handle as smoothly as a horse does. When you press A to make the animal run 
faster it will take off and keep running for about to seconds, use the speed to crash 
through the fence in the northeast. (You can collect tons of rupees via the boar) 






Inside the camp,.ycu'll see 
enemies on the ground and 
on towers. Pick ihein off 
with arrows. If one of the 
foes spots you, a large group 
of boas IS will attack. Zigzag 
east. Defeat the creature 
who is roasting a boar to 
eariii a Small Key (you'll use 
It to unfock Ihe gate in the 
center of the camp). Swipe 
at the lire under the boar, 
then slice the boar to get a 
Piece of Heart. 


4 Brains versus Brawn 

The a-xe-wielding soldier in the middle of the camp looks intimidating, but he movies very slow¬ 
ly. You'll be able make quick ^vork of the creature as long as you keep swinging and moving, 




After your victory against 
the axe-wielding beasl^ the 
place will catch fire. Climb 
onto the boar in the mom 
and crash through the gate. 
You'll continue lo break 
fences until you reach the 
exterior of the Arbiter's 
Grounds. After you cfrmb up 
the slairs, you1l discover a 
Poe Soul to the east. 




A New Move 

If you howled at the Howling Stone in Lake Hylia, you’ll find the warrior vrith the hidden 
skills shortly after you crash the gate. Speak to him and fearn. 
























































































you'll sink. 
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sand. Don’t stop. 




Arbiter's Grounds IF 
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Arbiter's Grounds 2F 


PO€ SaU 


Poe Soul 


Arbiter’s Grounds 4F 


Arbiter’s Grounds 3F 














































































Arbiter's Grounds 





0 Light and Fight 

The dark reund room ha& tvvo 
unlit toriclves or the far side. 

The re are s-inking'sand hofes 
and an army of skeleial war¬ 
riors between yoj and your 
goal, use your lantern to light 
the way to the torches, and 
i>erform spin attacks to 
defeat the skel etons. 



@ Over and Out 

vod can'tstand for long on 
the first room's sandy floor 
without being consumed by 
it. Fire yoor Clawshot at the 
east wall's round grate to 
float over muclt of the sand, 

T hen jump across platforms 
and run over short expanses 
Of sand to get to the cham¬ 
ber's northwest corner. 



When you have a clear shot 
at the chain in the nocthwest 
corner (while standing on 
solid ground) hit it wllh the 
Clawshol to bring it toward 
you. Pick it up and pull back. 
The gate will open. 


2 Bugs. Why'd It Have to be Bugs? 

There's Lantern Oil to the 
west of the locked door, and a. 

Small Key to the east (on the 
other side of a weak wooden 
barrier). Blast through the 
barrier then collect the key. 

Sntall insects will swarm. 

Swat them away by using 
spin attacks. 




0 You’ve Got Soul 

Four Poes appear after you enter the chamber in the middle of the lirst floor, then three of 
them leave. Turn into your canine form to cake on the remaining ghost. It'll become trans¬ 
parent for a moment following your attack, wait for it to become solid, then attack again. 





























































































5 Ghost Hunter 
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Claw Your Way Out 



The Poe that you deteated 
leaves a traiL inspect iu 
remains to I earn the Poe 
scent, and follow it to a patch 
of dirt. Digging will reveal a 
chain that you can pull to 
make a sec of stairs to the 
basement appear. 



Before you go down tlie 
stairs, investigale (he rDom's 
ireasure chests. The ooe to 
the cast holds a map, and 
(he one to the west holds a 
Piece of Heart, Use the 
Clawshot to return to solid 
ground. 


6 Push for a Key 


A flat appendage sticks out of 
(he pillar in the round room 
downstairs. Push it to make 
t he pillar t trrn and a door 
open, revealing an alcove 
that holds a key. A Redead 
Knigjit defends the prize. 
Attack ft from afar. 




If you get too efose to the Redcad Knight, K will freeze you with a scream. Attack it from 
a distance using bomb arrows or hit ft with a jump aiiock in'wo If form. 


Standing on the north end of 
the room, engage your 
Clawshot and look up. Aim 
the clavr at the round grate 
on the other side of a hole in 
the ceiling. Release the shot 
and grapple up through 
the hole. 


8 Another One Bites the Dust 

The round room in the northv/esl houses the second poe. Engage your canine senses to see 
it, then defeat ft the same way you took care of the dungeon's first ghost. 



9 On the Scent 


Head back the way you come 
{turning the pillar again to 
give you access to the stairs), 
and engage your senses in 
the main room to. reveal two 
paths. FdJlowthe path west 
past the pillar and through 
the locked door (which you 
can unlock using your key 
while still in carbine form). 



to Pulling Strings 



Go across the north end of 
the room to (he west side, 
moving across ihe sand from 
one solid platform to the 
next. Move slowly—spikes 
pop up from the sand in 
some of the gaps. 



Puff the cage east then north 
to fit it between the raised 
platforios, Vftlk up the stairs 
and hop over Ihe wall to- the 
west. Pull (he chain back 
while walking on top of the 
cage that you pm info place. 
The chandelier will rise. Let go 
of Ihe chain then run under 
the chandelier before it falls. 
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11 The Compass and Another Small Key 

Head up the stairs, the pillar, and collect the compass. Then return to the pillar and 

push the part that iuts out from it to re\‘eal openings to the east and west. Head west; cut 
through a wood barrier, and confront another screaming enemy. Once at'souE of the picture, 
open the chest to collect the Small Key. 



12 Lost Soul 



After you open the locked 
door to the east, transform 
into a wolf and take on a 
group of small skeletons and 
two screaming Redead 
Knights. Then follow the 
scent toaclioin under a 
patch of dirt, and pull it to 
reveal the dungeon's 
third Poe. 


Engage your senses, dig up a paich of dirt, then pull a chain. Yoij''ll rnovc a section of 
wall to find a Poe. Defeat it the same way you defeated the others. 


13 stealth Rats 


Head north then east to a 
small circular room. Grab 
iho key from the chdst on 
the south side, then engage 
your senses. There are ghost 
rats in the room, and some 
may be on top of you 
already, v/eighing you down. 
Use Midna'sdarkenei^ ora 
spin attack to defeat them. 
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(m The Last Ghost Trail 



Arifiter^s Gmmui^ 




Travel east through the locked door to the second floor of the room that houses the Poe 
lantern. Engage your canine senses to see a scenr trail that floats over the room. Follow it to 
the east, over the cliandelien and into the nejtt room. 


15 Lift It, Drop It 


Wal k down the stai rs In the 
room east of Clie main cham¬ 
ber, push the cage until it sets 
into place, then climb and pull 
a chain to make thechande* 
tier rise. Walk under the chan¬ 
delier and let it drop. You'll be 
able to escape to the east. 




Pull the chain, walk to the 
middle of Ihd path, and let 
the chandelier drop so that 
it surrounds you. Climb from 
the center of the chandelier 
to the east, then continue 
east through the door. 


16 Dead Rising 

The eastern room offers a classic Legend of zelda puzzle. You have to defeat an enemy to 
make the door on the room's south side open. The catch is that the enemy isa regenerat¬ 
ing skeleton. After you reduce It to a pife of bones, destroy the bones with a bomb to do it 
in for good. 
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17 Bright Idea 

You musl light two fartfcular lanterns to escape from [lve southeast corner room. Light the 
one that is not in the row^ and the one farthest west, (if you ignite the wrong ones, skeletons 
will rise from the sand and attack you.) After you light I he correct ones, a section of wall on 
the west side of the room will slide out of the way. 



IS Split Spirit 



Corkscrew Room 

f^ind the shaft in the north* 
west section of the first floor. 

Drop to the platform near the 
bottam of the shaft and push 
the center pillar's appendage 
counterclockwise for two full 
rotations to make the pfat* 
form' rise to a path that holds 
a key. Then push the lever 
clockwise to have the plat¬ 
form sink to the bottom of the 
shaft. Open the iocked door 



I 20 Rats in the Cellar 

I Invisible rats, spikes from the 
j ground, and sinki ng sand are 

\ the dangers of the long 
chamber in the southwest 
section of floor B2, Use your 
canine senses to seo the rats 
and glowing outlines of 
places where spikes will pop 
up. In the south end of the 
room, you'll find a chain on 



the west side of a wall- 
blocked opening. Clear die 
area of rats and a screaming 
Rcdead Knight, then pull the 
chain to slide the wall out of 
the way. Run.arg[jrd the 
spikes and tJi rough 
the opening. 



21 Torture Chamber 


Move north through the middle section of floor B2 in human form. You'll have to slice 
(hrougli targe groups of swarming bugs, then plant bombs to defeat regenerating Stalfos. 
ooccooivaits for you in a pot nearby. 



A closed gate on the wesi 
side of the found chamber 
fealures a spinnm<t spiked 
pole. Run around the spikes 
through the opening to the 
north to take on 
three S.ialfQS. 





By defcating all throe ol the 
regenerating Stalfos, you'll 
cause the gate in the round 
roomi to open. Attack the 
two Stalfos that are out in 
the open, then destroy them 
using bombs once they're 
just piles ol bones. Then 
cross the sand to (he west to 
fight the third Stalfos. Once 
the gate is open, return to 


the rour>d room. 
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Arbitef^*s Gtmmds 


(2^ Invisible Swordsman 

There’s a beast in the base¬ 
ment. You'll cause hfm to 
aUack if i^ou cut one of the 
ropes that holds his sword- At 
first it vWFi appear as if the 
sword is floating by itself. But 
i(>eswordsman is there-iie's 
just invisible. Use your canine 
senses to find him. 




Engage your senses at the beginning of the light to see the sv.iord-carfier. Attack him in 
your canine form until Ihe creature becomes visible and begins to lly around the room. 




The Spinner 


Link gets a taste of 
e>i.tfeme sports with 
the Spinner, a rotat¬ 
ing disk that allows 
liini to float over the 
sand and follovr 
tracks in the wall. 
Press A to hop and 
give the Spinner 
faster rotation for a 
moment. When 
you're not on 0 track, 
the Spinner will run 
out of steam and dis¬ 
appear eventually. 
Unforujciatety. you 
can't re-engage it 
while you're walking 
on sand. 





23 Track Down a Piece of Heart 


Return lo human form^ dodge out the way of the creature's gaseous projectiles, then fire 
arrows back at him. He'll drop 10 the ground after a single direct hit. 



strike the creature with your sword once to make him fall tohis knees^ then follow 
through wilh more blows. When he floats up, knock him down again with 
another arrow. 



In the basement's norlheast- 
corner chamber, float o-zer 
the sand with your Spinner to 
rea^h the first two treasure 
chests shown on the in-game 
map, then rid e a track on the 
right wall to reach a chest 
that holds a Piece of Heart. 
There's a Stallds nearby. 

Fight it or avoid it. 
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24 Up and Away 

From Lite che^c (hat held the 
Piece of HGari, take th^e track 
on the north \val£ to get past 
the rotating spiked stick, then 
hop Ffom track to track to 
make voor way to the north¬ 
ern half of the room, wheit 
you get to the room’s north- 
err section, you'll he headed 
the wrong way. Stop spinning 
for a moment, turn around, 
and follow a track up to the 
northeastern corner. 


25 Hop, Skipr and Fly 

Four small spinning spiked devices ride the tracks between the chamber’s northeast and 
northwest corners. Hop from track to track to avoid them. When you reach the other side, 
you'll have access to the room that holds the Big Key 





26 Get into Gear 

A gear-shaped liote in the floor of the room acts as a basement hub. Drop into it with 
your Spinner, then press B repeatedly to activate a mechanism under the floor The 
mechanism turns the outer wall, giving you access to the northern shaft. 






27 Bottled Beauty 

Ride the track in the iiortliern room as far as it will go. Then slice the skulls in the room with 
your sword, you'll expose a fairy Put it in an empty bottle. 



28 Centerpiece 

Your next stop is the middle of the room. Ride the track down to a place that overlooks the 
part of the center pedestal that juts out. when you're lined up. you should be dose to a big 
broken section of Ihe stairs. Put away the Spinner and jump to the pedestal. You'll likely 
catch the ledge v/ith one hand. Climb up then use the Spinner in the pedestal’s fndentatioit. 

























































































ArMter^s Grounds 





Run io a giaru animal skull in tliecenter of the room, zant vvitF appear for a moment tlien u$e his ftark-nvagic svvord to 
assemble the skeleton, Staliord. This battle is a two^parter. During the first part Stallord will be caught in the mud in the 
middle of the arena, vou can hit the creature's spme with your Spinner: Ride along the track on the arena's perimeter 
(hopping off the track to avoid contact with spiky mechanisms that also ride the trackj, and drop to the. skeleton when the 
way Is clear, press B to attack the monster's vertebrae. 




Staliord will be reduced tO' a skull for the second part of the battle.. Use your spinner to raise 
a. pillar in the center of the arena. The skull will come to life and knock you off the stmcture. 
T here are spiral tracks on both die pillar and the arena wall. Start spinning on t he inside 
track to pursue the skull, then jump betvreen the tracks to avoid Stallord’s fireballs. When 
you're close to the skull, jump to hit ilwith ihespii'ner The creaiurewil! drop to the floor, 
Kfc it several times with your sword. You'll win after a fevti rounds. 









^ HIE OF rV/lltGHr PJHHCESS 
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Mirror Chamber 
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Ganondorf?! 


Tlic gjardians oF the niii ror witl tell you its history and show you a scorie in which the true 
enemy of HynjIe-Ganoiidorf-v/as transported to anottwr realm, by the ancient object. Zant 
has now bfo4«&ri the mirfor. and its three pieces are scattered over the land, it's up toyw to 
collect the shards to continue fighting t ho good flgjil. 


Look into the Mirror 


After youf vitioiY against the shadow beings, follow the Spinner track.to the top of the 
statue, then spin in the gear hole at the top to make the wiirror of Twilight Cor what 
remains of it) emerge from the roof, 


30 Top Spin 


MlNIEHpa 1>-iAYER-£ GUIDE 


29 Battle at the Base 

Climb to the top of the building to discover a huge statue in the Mirror chamber, v/hen yem 
get to the base, shadovr beings will create a. force field around the structure then attack 
you. In your human form you can hit several of the creatures at once using spin attacks. In 
your canine form you can do the same by using Midna's dark energy. 




ttr' f 


After the battle you’lf collect a 
Heart Container and Midna 
will let you know that you are 
close to the Mirror of Twilight. 
Go outside to investigate. 
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^ search for information about the mirror will lead 
you to a fishing expedition and a snowboard run. 






Reekfish 


AshePs Sketch 


to zoia's River . 


to Kakcurlko Village 


Kakariko Graveyard 


Zora's Throne Room 


Peak Province 


2ora*s Domain 


Snowpeak 


H-43 


Howling Stone 


Bomb Letter 

AS you into town, iCic postman v/i 11 slop you ‘^th correspondence front Sarnes of 

Kakariko Village, He's got a new kind of bomb in his shop, stop by v/hen you have a ctianco. 


(1 Tetma Tells All 

I 

Weed information about where to go nejit? Talk to Telma, Warp to Castle Town and sidle up 
I to Teitna’s Bar. She'll point you in the direction of Ashei, on the nofthern mountain. The map 

in the back mom shows Ashei’s exact locacio o in Zora's Domain'. 


2 Fish Story 

in snowpeak the v/ater of Zora's Domain becomes ice. Ashei will start you gn a quest for 
information by giving you a drawing of a yeti and a red fish. 
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Shov/ Ashei's skeich lo the 
Zoras outside Ashei's cave. 
They 11 led you that (he fish 
in I he illustration is a 
Reekfish, and they'll tip you 
off’that Prince Rails knows a 
few tbinqs about tlie red 
fish. Seek him out. 
















































































3 A Gift from the Prince 


SVarp to Kakariko Village and seek out Prince Palis. 
By speaking to Beih^ you'll learn that the prince is in 
the graveyard. Venture to the west end of the 
graveyard aind crawl through a hole. You'll fiitd the 
prince near the watery tomb. Show him Ash si’s 
sketch. He'll teif you that the Reekfish is attracted 
to a specific type oi coral, then hand you his Corai 
Earring as an example. The coral is in the shape of a 
fishhook. How cO'iwenient! 


PeakPr&vifwe 


5 On the Reekfish Trail 

YQur new scent will lead you back to the Snowpeak area, beyond the place where you spoke 
with Ashei. Your canine form will allow you to sense the Reekfish trait and withstand the 
cold, iump on the ice floes and don't fall in the water. 




Watch for White Wolfos as 
you advance. They'll disap^ 
pear os quickly os they 
appear. When you gel to a 
short cliff that is topped by a 
snowbank, runi into the cliff 
to make (he snow fall. The 
cold stuff will form a pas¬ 
sage lo the top. 



Dig under the wall to enter a 
cave, then transform into 
your human self, climb a 
(addlef then a vine. When 
you get outside, turn back 
into a wolf. Follow (he scent 
lo a battle against shadow 
beings. After your victory, 
you'll have a yeti sighting. 


The prince's gift is both an earring and a hook, allowing you to caich Reekfish. After you 
collect it, the prite will be attached to your fishing pole automatically. 



Howling Stone Clue 



When detonating standard bombs, 
you either toss them, or sec them 
down and run to avoid damage from 
[lie explosion. Bombflngs (available 
at Barnes Bomb Shop) move by 
themselves (in a straight line) and 
explode on contact with their target. 


4 That Fish Reeks 

Prince Ralls will tell you that Reekfish can be found at the basin belmv the v/atcrfaii in 
Zora's Domain. They swim dose to what the prince calls the mother'and-child rocks: two 
formations that jut out Prom the water, one larger than the other. Go there, catch a red fish, 
and sniff it in your wolf form. You'll learn (he Reekfish scent. 




[ You'll discover a Howling Stone on your wav to the Snowpeak summit. Learn the stone's 
song, then howl it with the golden wolf. He'll then move to a location near Kakarlko village. 


6 Yak with the Yeti 


Turn into human foi'm before you talk to the yeti, veto. After a discussion about the Mirror 
Shard, he'll invite you to a Reekfish dinner and slide away on a frozen leaf. Run into the tree 
nearby to knock another leaf to the ground, then slide after him. 


Riding a frozen leaf is a lal like riding a 5npv.rboariJ. Lean forward Id gain speed. Press A 
to bend your knees, and release the button to jump. Swing the sword to clear the path of 
ice blocks and flying enemies. 

Mirror Reflection 

Walk inside Snowpeak Ruins, then enter the room north of the foyer. The yeti's wife, Yeta. 
will tell you that she has been ill ever si nee she and her husband fouiKl the Mirror Shard, it's 
n-ow locked in the bedroom on the third fioor, surrounded by monsters. 
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cold reception. Warm up with some pumpkin soup. 
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Bedroom Key 
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1 Map Quest 



4 Slippery Battle 


Snowpeak Ruim 


veta will gr/e you Mie Snowpeak Ruins map and ask you lo 
find a key for her. Tlie item's location is markod on tlie map 


Three Mini Freezards at the north end of the house v^ii freeze you on coniactr Vou can push them with your ciav/shot, put 
you'll have to use your sword to descroy tliem. with victory, you'll earn passage to the west. 


Have Some Soup 

After yoLf ^ivalk through the 
door to the west,, you' 11 meet 
Veto again. He's making soup 
for his wife. Scoop up some of 
it for yourself. One serving will 
replenish two hearts. 


2 Block Slide 


Tiiere’s a block-sliding puzzle in the chamber north of the 
kitchen. The goal is to slide a block along the slippery sur¬ 
face and onto a switch. Complete tlw task to open a door. 



Push the closest block Vi/est. Push the other block south 
tlidr west (£0 it collicles with the first biock), then push it 
south again. 



3 Dig under the Wall 

There’s a crack in the wall of the small room east of the 
block puzzle. Turn into a wolf then dig under the wall, into 
a courtyard. 



After you do away with a pack of Whi te Wolfos and open a 
chest lliat contains rupees, dig up a chest buried m the snow 
to find a key. Advance west through (he door, then north. 



5 Fight for the Pumpkin 


You'll fight two icy skeletons on the way to the prize on the house's west, side, nit, them v/ith jump attacks and the Jump Strike 
if '^Kju've learned it, ’^'ouTI ni-ake ice cubes out. or them after several hits. Move on to the chest and coflKt the ortfon ptrmpkin. 



6 Great Pumpkin Soup 

The item that Yeta sent you to get was a key. You found a pumpkin instead. Travel south, back to the kitchen. Veto will add 
the pumpkin to tlie soup, doubling the broth's beart*regenerating power. Speak to Yeta, She'll give you a new destination 
and unlock another door. 



7 Have a Blast 

A Freezard with icyf breath blocks your path north. Climb through an opening in the courtyard's northeast corner and drop 
into an icy maze. Avoid or attack the icy creatures that slide along the maze. Pick up the cannonball and take it to the can¬ 
non. Place the ball in the cannon. Turn the device to make it point south, then drop a bomb into the cannon. The cannon will 
fire and clear the way to a door 



On the way to the cannon, toss the cannonball at llic sliding enemies to knock ihem out. If you lose track of the first 
cannonball, lind olhers scattered throughout the maie. 
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8 ^ Compass Directions 


11 Have a 
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Pull the [ever on tlie west 
wall of the cannonball room 
Id make the scoop drop, 
place a bail in the scoop, 
then exit to the courtyatd 
and use Ihe mechanism 
Iheie to rei ri eve the ba 11. I 
Head west to the cannon. 
Turn it so it fates norlh, then 
blast the Frce^rd. 
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The Ball and Chain 


Heavy though it is, the ball and chain is incredibly powerfui, allowing you to destroy 
barriers such as ice v^iaHs and suits of armor. You can use it in battle to hit enemies 
hard, but it's a somewhat limited weapon, vou walk very slo^v]y while carTying it, and 
you're vulnerable 
whiieyou're reeling it 
in. It act$as a shield 
while you carry it, 
though-it will deflect 
proijecciies. 


The compass is in the soutJv 
west corner of t he roonn t hat 
is south of the ice maze. Walk 
on the beams (avoiding the 
white slippery sections near 
the edges), hit the paih's icy 
creatures with' your Cfawshot , 
and hop over short gaps on 
yourwayto the pfi?c. 


9 Buried Treasure 

Return to the courtyard. The compass will reveal the location of a treasure chest near the 
northeast corner. After you defeat the white Woffos in the area, use your wolf senses to dig 
for the chest- 


10 Bring out the Big Gun 

use tlie key to open the door on the courtyard's east side. Grab a cannonball from the east 
room and use the room's mechanism to transfer the cannonball into the courtyard. Place it 
in (he courtyard's cannon. Paint the cannon at the monster to the north and fire away. 


The knight in the room irorth of 
the courtyard has the ball and 
cliain. Use the ClawsIv^iL to 
grapple him as Ivedraws 
near, then run from him and 
dodge as he s’wings the bait 
toward 'i'ou. Have your sword 
al the ready. Run to the other 
side of the knight white ho reefs 
the l>all in. and strike his tail 


Sw likely won't see the knight attack, as you will be running away from him. when you 

see the half land, though, tliat^s your cue lo run around the beast and 
hit his tail. You should get in three jumping attacks per round. 
Victory earns you the ball and chain. 
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Cheesy Prize 


The pfi2e for all that fighting is a v^heel Qf Ofdon gMt 
cheese! it's deflnitety not the key that veta promised. * 
Acid it to the soup {now it'll replenish eight hearts], then 
talk to Yeta for n^ore instructions. 


(i 3 ) Foreshadowing Shortcut 


Before you head op the spiral path on the east side of tlie first floor, go tl^rough the door to 
the west and posh a block out: of the way to clear a path that you'll use later. 



(G; Flatten Frosty 


On your way up the spiral 
paih,avioid the caged 
Freezards' ice breath and 
look for cage openings wide 
enough for the ball and chain 
to fi[ through. Two hits to 
each monster Vi/jll do the job. 



15 In the Swing of Things 

when you reach the second- 
floor room north of the spiral 
path, hit the ice on theivest 
vmll to expose a grappling 
point. Move directly south of 
the chandeirer.thenlhit it 
with the bail and chain, use 
the chandelier as a platform 
to access a Small Key. 




Snowpeak Ruim 


1 ^ Block Party 

Defeat the ice creatures in the room v/est of the foyer, then Ixeak ke to reveal a Poe. Take the 
soul, head north, and drop into the room that contains the sliding blocks. Use the ball and 
chain to destroy the ice barriers in the puzzle area, then push blocks to the middle switch. 



Break the ice on the middle 
switch and on the frozen 
black- Push Ihc block that 
res IS on the first switch to 
move it north. Push the one 
that was in ice to move it 
south, west, then north to 
fine it up with the first block 
that you pushed. 


Return to the first block and 
push it east, south, west, 
then north to have it rest on 
the middle switch, that will 
open a door on Che second 
floor. Clirnb up the boxes to 
return to the second floor, 
then exit to the east. 


L^ 


16 A Hole and a Piece of Heart 

Drop a bomb on the v/eak floor section south of the spiral path. Fall into the hole then col- i 
lecL a Piece of Heart. Use a grappling point to return to the second floor. 


19 TOugh Crowd 

As you advance north on the west side of the courtyard’s second floor, you’ll go up against a 
trio of powerful ice creatures. Hit: them from a distance with your ball and chain, if you fall 
off the ledge, return through the bfock-puzzle room. 
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17 Swing across the Foyer 
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when you reach the second floor of the foyer, destroy the ice barrier to expose a grappling 
point, use bomb arrows to defeat the enemy across the gap, then use the hall and chain to 
make the chandelier start moving. Jump, swing, and cross the gap. 


There^s a Piece of Heart in a 
treasure chest or^ the south 
end of the foyer. You can get 
to it by riding on swinging 
chandeliers. Start on ilte 
north chandelier and hit the 
middle one with the ball 
and chain. Hop to the mid¬ 
dle one then quickly hit the 
south one so it swings in the 
opposite direction from the 
middle one. Hop again, then 
jump to the chest, if a chan¬ 
delier loses steam or if you 
fall, use the grappling point 
to get back up. 


zo Swing for the Key 


Break the ice in the northeast 


corner of the northwest room 
[0 expose a grapple point. 
Then seta chandelier swing¬ 
ing, hop onto it, make the 
next chandelier swing, and 
advance to a Small Key. 








































































21 Cannonball Transfer 


use the key to get to tbe rosin betvveen the itayer and the 
courtyard 0(1 tJie second floor. Defeat twice creatures by 
using the ball and chain. Pushi the blocks on the east wait then 
move east and nin down the Spiral patit to firid a cannonball. 
Take the ball all the way up the path to the cannon. Point the 
cannon west and fire it into the room where you started. 



Use the mechanism on the north wad to transfer the can¬ 
nonball to the courlyord. Place the ball in the cannon and 
aim it at the Freeiard in the northeast. Fire away. 


22 Church social 

Drop to the cannonball-storage area, work your way 
around to the ladder in the northeast, climb, then enter the 
chapel. The enemies pop up as you move thro'i/gh the 
room. Defeat them all Co earn access to the Bedrooni Key. 






Veta has been possessed by the Mirror Shard's 
magic. She'll grow into a giant ice statue at the 
beginniiig of the battle. Hit her with the baft and 
chain as she glides around the room. She'll shrink 
with every hit. When she is down to normal size, 
she'll radiate small ice statues. Dodge them then 
counter with more, balhandrchain attacks. 



For the second phase of her attack. Blizzeta will sup' 
round herself wth fcv spikes and hover above you. 
You'll be able to tell where the spikes are by looking 
at their reflections on the shiny floor. The fiend will 
drop the spikes one at a time. Run to avoid them, 
shortly after they drop, the spikes will rise and form 
a circle that will drop. Try lo be out of the circle when 
that happens. Blizzeta will fall into the circle. Hit her 
with the ball and chain. You'll win the battle after you 
score three direct hits. 





After the individual 
spikes druPf destroy 
them. V/hen 
Blizzeta forms the 
spikering^ there 
will be holes where 
the missing spikes 
should be. Thafll 
expose the beast. 
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23 Stock Up on Soup 

AS you leave the church, veta will point you in the direction 
of the boss room. Before you go there, visit Veto for more 
health-generating soup. 























































































Track Down an Old Friend 

Vour visits to Telma's Bar are becoTning rogulair occyfrcdces. when vdU' talk to Tefnna after 
your sno'.vpeak Rums episode,she'll tell you to seek out Rusl. Check the map on ilie table to 
see ihal Rtisl is in Hyrule's southenii wood, in North Faron. 




wm 




1 Travel by Poultry 

V^arp to North Faron. Woods, change to your human form, then head due north. you*ll find 
Rusl on (he same stump from which you began your journey to the Master Sword. He'll 
explain that an ancient temple on the other side of the gorge holds a secret, and he'll offer 
you a way to get there: by holding a golden Cucco. 



i 




















































I Faron Province 


2 


Glide to Safety 


3 Getting the Runaround 



Pick up the Cu«o and use it to 
glide straighi across a gap to a 
ledge. Turn and glide to a root 
lhat juts out from thediff, 
Iheii turn again arrd gtide to 
artother (edge. From there, 
you'll walk for a short dis- 
lante, manipulate a bridge^ 
then glide some more. 


on yourvi/ay to the temple, 
you '11 go up against the Skull 
Kid and his skeleton followers 
agaiOr this time in your 
human form. Make quick 
work of the followers then 
search the woods for the little 
guy. You’ll kno^v that youVe 
on the right track when you 
see lamp light. After fintttng 
the scamp and hitting him 
with your sword or arrows in 
three locations, you'll drop 
into an arena for three more 
rounds. Every time^'our foe 
appears, clear the area of 
skeletons then hit your target 
with an arrow. After your vic- 
tofv^ the. kid vdll ieatt you to 
the next area. 







After your inilial flight across 
the gorge you'll overlook a 
rotating bridge. Drop the 
Cucco. Use the boomcrofig to 
position I he bridge soil 
spans north'south. Pick up 
the cutco then swoop over to 
the bridge. Turn the bridge 
again and soar to tfie 
precipice in the west. Then 
fly over two more gaps, mak¬ 
ing suns the swinging; logs 
don't hit you. You'll be dorte 
with the Cucco alter ihai. 


Sacred Grove 



to iacfect Woods 


sacred Grove (past) 



4 ) Remastered Sword 



to Faron Woods 


to Sacred Crove 


Sacred Woods 


Push a large block to clear 
your way. D rop off a ledge 
and go north to the place 
where you got the Master 
Stwrd. By striking cfown with 
the sword where it once rest- 
edr you will cause a guardian 
statue that blocks the 
entrance to the Temple of 
Time to disappear. Kead 
south to the entrance. 



(s) Surprise Attack 


On your way to the temple, 
five shadow beings will drop 
from the sky. Vou cam choose 
to fight them as Link or as the 
wolf. After you knock out tlie 
first three, bit the last two 
with a single blov^. 
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AH marble^ stone, and moving platforms, the Temple of 
Time is an adventurer's dream. _ 
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The Sword Is Key 

Enter the liallowed hall and run north. You'll discover another place to plant the sword. 
Doing so will cause a blue-glowing staircase to appear, it leads to the temple proper. 



































































TempkofTime 
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H-25 


Dominion Rod 


Temple of Time 7F 


Temple of Time 6F 


Temple of Time 8F 


Temple of Time SF 


t Art History 

As you approach grandi door of the temple foyer, Midn^ vi^ill commE^ot ihat thi^re is a stat¬ 
ue on one side of the door but not on the other. Use your canine senses to see the gtiostly 
image of the statue that was once in the now-empty place. Vour quest: find tli e statue. 



2 Key Finding 


Therc‘s a smatl piece of art on 
the pedestal in front of the 
door's remaining statue. Put 
ft on the pedestal in front of 
the place v^here the missing 
statue would go. You'll gain 
access to the stairs. Climb up, 
then dovm the other side., 
Light torches to earn a key 




3 Gate Game 


Head south into a chamber iliac has golden gates. Defeat the enemies but leave at least one 
pot intact. Place the pot on the switch in the mEddle of the room to make two gates open 
and one gate closes. Open the chest that was behind the southern gate. Thon go west past 
the other open gate and hit the pot ^ith an arrow. Gates will open and efose again, allowing 
you to advance west. 
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4 Small Battle, Big Map 

An Armos statue comes to life as you approacli it on the third floor Work yoLir way around 
to the other side of the statue and hit thefewel that is on its back. The statue will explode 
and a chest coitiainin]^ the durigeoni map v/ill appear. 



6 Life and Death 


The fifth floor's southern’ 
most room has two Armos 
Statues. You1l want to deal 
with them one at a time. Walk 
close to one of them to have 
it attack you, then hit the 
jewel on its back to destroy it. 
Do the same with the other 
statue. With victory, you will 
win a Small Key. 



7 sharpshooter 

Kit the green diamond in the room at the norlh end of the fifth floor to turn the jewel red 
and make barriers move out of the way. Go to the middle of the room and fire an arrow at 
tlie diamond lo make the barriers move agaii>, giving you access to the compass. 


5 Platform Pop-Up 

Climb up the stairs in the large round room to the fifth floor. Push the arm of the central plat¬ 
form to make the platform sink. Pick up a small statue, put it on the platform, then make the 
platform rise, Place the statue on a switch near the south door, Find another statue to the 
west. Put it on the other sv^itch. 




A couple of seconds after 
you have both statues io 
place, the white tiles will 
rise. hAakc sure that you 
have 3 clear path to the tiles 
when you place the last 
statue. Then ride the white- 
tiled platform. It will give 
you access to the south door. 



8 Shoot and Slide 


The chamber on the east side of the fifth floor will present you with another series of mov¬ 
ing barriers that are triggered by a diamond. Round marks on the. floor show you where to 
stand while firing. As soon as the barriers move, be ready to take on armored enemies. 

















































































































j Temple of Time 



9 Weights and Measures 

Climb up the stairs in the chamber at the norllieasi corner of ihe seventh floor then step 
onto a giant scale. VOur platform ^^11 sink and the other one will rise. Toss the small statue 
from your platform to the other platform to make them even. Advance to the south. 



10 Spikes^ Lasers, and Blades 



fire an arrow at the eye of 
the southern room's Qeamos 
to keep it from blasting you. 

with the flow of the 
spiked mechanisms to reach 
the stairs. Climb up, fight 
three tizardlike enemies, 
then deal with a spiky roller 
and 3 pendulum to get a key 
in the southwest corner. 



Pick up a small statue in the 
northwest corner and lake it 
to 3 switch on the floor. 
Place the statue on the 
switch to moke an electrical 
field turn off. Kead up the 
stairs to the north. 


There are two Armos statues 
in the north end of the 
eighth floor's west room. 
Before you drop in and 
make the statues notice you, 
use arrows to defeat the 
room's little spiders for o 
rupee reward. Then light the 
Statues lo make the door to 
the east open. 


u Knight Moves 

Prepare for a two-stage fight against a real swordmaster, IET| be worth the hassle-the 
reward is the Dominion Rod. Your ertemy starts slow, as he is weighed down by armor. Hop 
out of the way of his lunges, then counter with your own attacks. Hidden skillsare very use¬ 
ful here. After you knock off your foe's armor, hisspeed will increase. 



Once your opponent is free of his armor, he'll move quickly, slash without warning, and 
defend himself with his swotd. Try the Back Shee and Mortal Draw skills against Kim, or 
circle him withoul Z-Qulton targeting (for rnore speecf and mariieuverability), listen lor 
him to 5 lash out at you, the n target him and start swirag i ng. 


12 Statue Found 


'! 

I 


Grab the Dominion Rod from the chest in the room where you fought ttie knight, then use it 
to make the statue on the ledge above you come lo life. The statLK* is the temple's rnissihe 
piece. Guide it to the disc under the bell-shaped device to make it transfer to the next room. 
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New Heights 



The Dominion Rod 


The OOminion Rod fires energy that brings some inanimate 
objects to life. They will niove as you do. Press the S Bofton 
to n?aKe the objects attack or jump. 


13 Power Through 


Press the B Button to have the 
rod-controlled statue swing its- 
hammer. Use the statue to 
destroy a golden gale, then 
clotoljcr the two smallersiat- 

UKthat come to life- 




The statue can^t climb. Plate 
a pot cr a small statue an 
the floor switch to make the 
plallorm near the door sink 
to your level. Guide the big 
storufi to the piatform, then 
hit the pot with an arrow or 
possess the lillle statue with 
the rod In make the plal* 
form rise. 


14 The Path to Another Bell 



The stotoe is ini pervious to 
electricity a^d spikes. Have it 
go aliead of you through the 
charged field and stop no ttie 
switch that makes the field 
shut off. then guide the stat¬ 
ue through the area that lias 
Spiked rollers, letting the 
rollers run into your inde- 
stiuctible corYiipanion. 


In the south room, have the 
statue destroy lire spiked 
mechanisms and the 
Beamos. Vou^ll reveal a floor 
svdtch, Gu ide the statue to 
the while tiles in the south 
end of the room. Put a rod- 
controlled smafi statue on the 
swrlcfi to make the vdiile- 
tiled platform rise, then guide 
the big stalue lo the bell. 



Guide the big statue onto the 
scaie’s first platform. Collect 
six small statues around the 
room and loss ihem onto the 
same plaform. That will give 
you the height (while stand¬ 
ing on the other platform) to 
grapple to the spot above the 
room's big bell. Ride a 
Spinner track west. 


Grapple to the platform above the bell and ride a track to the balcony on: the west side 
of the room. Collect a rupee treasure, fight a Poe for fts soul, then move on to the west- 


16 Heavy Armor 



The gale in the seventh 
ftoor'i nonhsvest room will 
lock behind you. use your 
Clawshot to puli I he armor 
off the two crawling 
Hcimasaurs in the room, 
defeat them with your 
sword, then defeat the 
Armos. with the enemies 
gone, the exit will Open. 



Don't leave the room. yet. 
Grapple up to the balcony 
and place small statues on 
three of (he four switches. 
Use the Clawshot to grab a 
piece of armor from the 
main floor, and useie to 
press the fourth switch. That 
will give you access to the 
Gig Key, 



The small statues ore scat¬ 
tered throughout the room. 
You'll find one on a high 
shell. Use the Dominion Rod 
to rctrieveil. 
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17 A Delicate Balance 





Temple of Time 


zo Heart operation 


Reiurn to tlie rooni that coniairis (he scale. Lead (he large statue to the first platform, then 
place four small statues on the second platform. That will even out ihe scale. Move tlie big 
statue to the second platforni. The scale wfii tip. toss the small statues to th^ first platform, 
then step off to restore balance. Finaltv,. guide the big guy to the big bell. 



18 Treasure Rove 



When you reach the 10010 
that has the diamond and 
Ihe sliding barriers, you'll 
see the statue on the other 
side of a fence. Use ihe rocf 
to make your sturdy friend 
fol low your commands^ and 
have it walk past the first 
barrier. Then htl the dia¬ 
mond with an arrow lo 
make the barriers slide. 
Guide the statue to the floor 
switch (turning off the elec- 
irical barrier) then advance 
to the treasure in the noith* 
east corner. It's a Piece of 
Heart. Quide the big guy to 
the next room. 


19 Break Down the Wall 

you're back to the first room in whicli you encountered the diamond switch and sh'dirig bar¬ 
riers, Have the statue break through the barriers, then iead it to the bell. 




There's a Piece of Heart in 
the room sou tb of the large, 
round chamber. Starling in 
the round chamber, push j 

the lever on the pedestal 10 
make it sink to the floor. 

Pick up a small statue, ihcn j 

take th e pedesia E back lo i is | 

starling position. I 

\ 

i 

I 

Place the smaff statue on j 

one of Ihe floor svi/itches 
near the southern entrance. 

Pkk up the other small stat¬ 
ue (west of the pedestal) 
and place it on the other 
floor switch. The while-tile 
platform will take you to the 
south door. 


Pun to the southeastern cor¬ 
ner of the south room and 
use the rod lo make a small 
slatue on Hie other side of a 
railing come to life. Guide 
Ihe statue north to a switch. 
Toss another small statue 
over the v^est railing and 
guide it to another switch. 
The prize will appear. 


21 Smash 'Em Down 

Return to the round room and take the pedestal to the top; you'll find the large statue. Give 
it a Dominion Rod blast and guide it to the pedesi^l. Sink to the floor and use the stotue's 
hammer to shake the floor and destroy the little spiders. After the last spider Is gone, the 
room's electrical Field will shut off. 






































































































22 Up and Over 

use ilie Clawshot to get over the gate in the third floor's 
v/est room. Bring tlie brg statue to life, have it defeat a 
smaller Armos, and move on to lliO hell on thes-ctond rioor. 

22 The Return Home 


Co to the first-hoor foyot to find the statue walling for you. 
6 ring it to life once more and guide it to its resting ptace. 
The main door wilt open. 



24 Pits and Pendulums 

On your way to the boss room, you'll lump Over a gap, use 
arrov/s to destroy Bcamos statues, and run past swinging 
pendulums. Pick up a small statue and place it on a switch 
to open a gate. Pass the gate, then use the rod to move the 
statue. The gate will close and another one v^ill open. 



Before you open the door to the boss's chamber, look for 
a fairy in a pot. Scoop it up with an empty bottle. 



The great spider 
Armogohma crawls on 
the ceiling, drops large 
groups of little spiders, 
and fires lasers From 
the eye on its back. 

Run from the laser, 
zigzagging as you go. 
and defeat the littte 
spiders to get hearts 
and arrows^ 


when the spider's eye is open, hit its weak spot with an arroiv, a si ngle shot will make the e nemy fall to the grou nd 
Run to the statue that is closest to the spider, bring it to life, and have it smash tire bug. The spider vhll get up and 
go back to the ceiling for another round. You’ll destroy the main spider after three rounds, but the eye wrilf remain. 
Sliceit or shoot it with arrows to finish the battle. The spoils of victory are a Mirror shard and a Heart, container. 
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Wards 
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s memof 



six ancient 


symbols will take him to the far corners ofHyrule. 
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Hidden Viflage 
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The Ooeca's Words 


0 Letter for a Friend 

V/ith vour adventure in the Temple of Time complete, head back to Telma's Bar to find out 
what your fellow adventirrers have been up to. On the way, you'll get a letter from Renado 
regardiivg ilia's memory, as you Find out ai Telnia's< Shad is in KakarikO' village already, so 
h-ead there to get the stoop from both men. 



if you haven't already met vdth the golden wolf in Kakariko \dllaie‘s graveyard to earn a 
hid den skill, Renado's summons gives you a good excuse to slop by. The mysterious war¬ 
rior will teach you the Jump Strike, a jumping attack that hits multiple enemies. 


2 Memorable Experience 

Renado thinks he might k now how to gel Ilia's me mory back, hut f I rst you ‘11 have to d e liver 
A letter to leima that explains the process, it seems that a ''rod oF the heavens'’ may have 
some conneetton to the memory-restoraiion process. 

Drop into ftenado's basement 
to find shad admirirtg a stat¬ 
ue. He believes that the stal- 
ue has something to do Virith 
the Qocca people, and that 
Ilia's memory is tied to find¬ 
ing these lost beings. 



3 Medicine Man 

Give Renado’s letter to Telma: she'll exchange it for the doctor's bar invoice. Locate the doc¬ 
tor’s office at the west end of ttie town's west avenue and deliver the invoice. Unfortunately, 
the only ihing on the doctor's mind is why he can't pay the tab. 



Enter the north room in the 
doctor's office and push the 
wooden box to reveal a 
green stain. It appears to be 
the medicine that he men¬ 
tioned spin mg on Ilia's 
wooden stalue. 


Transform into a wolf and 
[earn the medicine's scent, 
then use your senses to 
IfaCk the scent through 
Castle Town. 


4 The Cat's out of the Bag 

The medicine scent leads back to Telma's cat. who you'll find outside the bar, she admits 
that she stole the wooden statue from the doctor's office, but claims it was taken from her 
by a pack of skeletal dog beasts that hang out south of the town at night. Take the town's 
south exit to find the creatures. 


0 The Pack Attacks 

If you head to the field south of the courtyard outside the 
town's south entrance at night, the pack of dogs the cat told 
you about will rise out of the ground. Defeat them all to 
retrieve the wooden statue. 


6 The Gorons Know 

Take the statue back to Kakariko village and show it to ilia. The statue will bring back a bit 
of her memory, and the Gorans will recognize that the carving came from a secluded vil¬ 
lage, Darbus, patriarch of the Gorons, v^ill head to the vilfage entrance, which is north of 
the Bridge of Eldin; follow him by heading to the red marker that appears on your map, 

7 Hidden No More 

vou may have seen the Hidden village entrance Iwfore, but previously it was blocked by a 
landslide. Darbus will smash the way open for you and v;arn you about enemies waiting to 
ambush you within the village. As he suggests, take them out before they see you. 

The wild town is filled with 
enemies that like to use 
bows and arrows. Before 
you proceed through the 
tovm, eguip your bow with 
the Hawkeye and use it to 
take out as many enemies 
as you can. look on the 
upper levels, through win¬ 
dows, and behind boxes. 

Check the back alleys to find 
any lingering enemies. Vou 
car) use the Clawshot lo reach 
the buildings' upper floors. 



Keep an eye on the onscreen counter to see how many enemies are left. Some of them 
arc hiding inside buildings; you can break the windows to get to them. Try to take out as [ 
many enemies as you can from outside the buildings before entering and attacking the i 
foes that are out of bow range. | 
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s introducing Impaz 


i (12 The Second Symbol 


After you've defeated all 20 enemfes. an old ivoiTian named impaz wili emerge from her 
home at the rear of the village. She'll explain how$he met ilia and give you ilia's charm. The 
charm is key to restoring tjfa's memory. 


¥ou1l find the second statue at the north end of Eldin Bridge, along the east side, use the 
Dominion Rod to move the statue and learn the ne.'iit symbol. While you're at it, guide the 
statue to the southern end of the bridge and use it as a platform to reach a Piece of Heart. 


Last Howling Hurrah 

Before heading back to Kakariko village, locate and activate the Howling Stone behind the 
western buildings. You’ll have to break the building's windows to reach the stor>e. 

Memory Retrieval 

when you gr/e Ilia the charm, it will remind her of the times she 
spent with Link, and her mernury will return, she’ll give you the 
Horse Ca ll and some important information abooMhe Dominion Rod. 






Head to Castle To^vn and take the north exit. Behind the door you’ll find the spirit of a war¬ 
rior who will teach you the final hidden skill. The Great Spin is a stronger version of your 
spin attack: activate it shaking the nunchuk back and forth while you're at full health. 




Horse Cali 

The Horse Call is a whistle that ilia created just 
for Link. H lets him summon Epona from any¬ 
where. even when there's no call grass around. 


9 Royal Reading 

Return to the Bidden village and shov^ the Dominion Rod to impaz. Seeing the rod v/ill cori’ 
vince her that you're worthy of receiving the Ancient Sky Book. 

10 Show It to Shad 


13 The Third and Fourth Symbols 




Head soulheast from Caslle 
Town's east exit. You^ll 11 nd 
the third statue sitting on a 
pedestal In an amphithd* 
a ter. Use the rod to move 
the statue so it acts as a step 
between the stone ledge 
and the pedestal, then hop 
across it to get the symbol. 
You can also use the statue 
TO reach a treasure chest. 

Another statue is in an 
alcove north of the Greai 
Bfiilye of Hylia . Move the 
statue south and position it 
beneath the vines. Grapple 
to the vines with the 
clawshot and drop onto the 
statue, then jump over to 
the symbol The statue wilt 
help you get Ihc chest in the 
west alcove, too. 


Go back to Renado's basement. After you show him the Andent Sky Book, he'll set out to 
investigate some special symbols near statues; he’ll indicate theiriocations on your map. 
seek out the symbols. The magic in the book also restores potver 10 the Dominion Rod. 

A Golden Opportunity 

since Link's mission to find the statues takes him all over Hyrule, the task offers a great 
opportunity to look for Golden Bugs. Pieces of Heart, and Poe Souls if you haven'L been 
searching for them already. After you give Agitha alf 24 bugs, she'l 1 reward you with a Gia nt 
wallet that holds 1,000 rupees, and once you collect 20 Poe Souls JovanI will give you a bot¬ 
tle. Since trading (n Golden Bugs also generates a lot of cash, it gives you a chance So fund 
the Gorons' trade route. After you’ve donated IjOOO rupees to their cause, the west bridge 
into Castle Town will be rebuilt, if you give them even more rupees, Maio Mart will expand 
into Castle Town, offering special items and fabulous deals. 


14 The Fifth Symbol 

Travel west from (he warp point in Gerudo Desert until you reach a set of irregularly shaped 
stone blocks. Lead the statue off its perch, then ju mp from the northwest block to the stat' 
ue. and then to the the block where the symbol is. The nearby chest contains IQO rupees. 

15 The Final Symbol 

Remember the Lantern Oil salesman in Faron Woods? The last statue is near his abode. 
Destroy the boulder northeast of his home, then move the statue to collect the final symbol. 

16 Big Boomer 

With all six symbols collected, return to Kakariko village, shad will read the magic word, 
which will allow you to move the statue with the Dominion Rod. Beyond the statue you'll 
find an ancient cannon. Talk to Shad again to get himi to leave the room, then use Midna to 
teleport the cannon to Lake Hylia. 


11 The First Symbol 


The first statue is in the 
southern section of Eldin 
Province. Dismount your 
horse near the north wall and 
climb up the ledge to find, the 
statue. Use the Dominion Rod 
to pull the statue front its 
alcove, and stand on the 
glowing symbol to learn part 
of a magic word- 



17 FyerltUp 

Talk to Fyor at bis colorful 
pagoda. He’ll quickly notice 
your cannon and offer to fix 
it for 300 rupees. Pay the 
man and grapple your way 
into [be cannon once it’s 
fixed. You'tl be blasted to 
tlte City in the Sky, 
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Entrance 


ooccdD ii h^rigrrig out in tho store, she's at the left sEde of 
the counter. Talk to her—she'll join you for your adven¬ 
ture in the City in the Sky. 

2 Crystal Shot 

Hif the blue crystal above the door to the north to open the 
way. YOU can hit El with either your Clawshol or arrows^ but 
the v/ind may blow the arrows off course. 
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the Sky 


f'?' M J 


^ 4 ' \ 


High above the clouds floats an ancient city. It holds the 
last Mirror Shard as well as a malevolent dragon. 

________... 


Rock You Like a Hurricane 


The Oty in the Sky is a windy place. The gusts start and stop 
periodically, and they're especially hazardous xvJten you’re 
near the gaps in the walls. Equip your Iron &5ots to ensure 
you don't gel blown over the edge. 

1 what's in store 

Before eiUering the dungeon proper visit the store to the 
west-you can stock up on any necessary supplies there 
instead of returning to the world below. 
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3 Have Ooccar Will Travel 



The wild, wild West 


L 


vou'll need the Oocca's help lo get through the northern room. Hie Ootca help you hover 
just like Cuccoos-just pick one up and vou'lf glfde \\*hen you Jump. 



The blue blocks will fall when 
you walk on them, [f you 
need to set foot on Ihem, 
run. Use your Clawshot on 
the ivy-covered columns to 
reach higher areas so you can 
Jumptho gaps. 



The large Helmasaurusesm 
the central room arc tougher 
than thefr smaller counter¬ 
parts. SirTce you can't pull off 
their armor wilfi the 
Clawshol^ hit them once to 
stun them, then circle 
behind them and strike. 
Alternaleiyr you can use tfie 
Sack Slice. 


4 The East Wing 

You need to travel east from the central room, but there's no wav to cross the gap to the 
door, roftunateiv. there’s an alternate route. Use the Clawshot to grapple to the vdndow 
grate tliat's south of the eastern door. 

The grate on the window 
has a hole in it. Go through 
the hole and drop to Iho 
ledge below: 


Extend the bridge by using 
the Spinner In the slot out' 
side (press the B Button 
repeatedly). Use the 
Clowsiiot lo grapple to the 
ivy, then cross the bridge. 


5 Enter the Dragon 

Jump across the gaps on the 
north side, of the room, then 
grapple the red target lo the 
southeast. Drop toithe plab 
form and retrieve the key 
from the chest, then use the 
Cla^vshot on the grate to get 
back across the gap. as you 
head back across the bridge 
lo the central room, a fierce 
dragon will appear and 
destroy the bridge. Grapple 
the ivy on the pillars to return 
to the center of the chamber. 




Run across the blue blocks and enter the west tfoor. once you’re outside, head left and turn 
another set of gears with the Spinner to activate another bridge. Equip your boots and 
march across the bridge,, then use the key to open the door. 


city Map 

Keep the bools equipped to 
get past the first wind barrier 
on the north side off the room, 
then use the Clawshot on the 
ivy-covered column to bypass 
the second. Enter the western 
door and head left to acquire 
the dungeon map. then 
return to the previous room. 



8 Wind Breaker 


Grapple back across the blue blocks, then drop and make your way to the southeast corner 
of the room, walk to the edge of the plalform-you'lt see a crystal switch behind a pillar. 



9 Watch Your Step 


V/hen you hit the ctystal 
with your clawshot, the 
wind batrier in the south¬ 
west corner will deactivate. 


Once the wind has stopped, 
moke your way back to the 
West side of the room. Re¬ 
move your Iron Boots and 
run across the blue blocks to 
reach the southern door. 




■I 


AS jump across the hole-rfddl&d room, time your leaps to avoid the wind funnels that 
periodically block your path: if you touch one. it will knock you Into the abyss below. Use 
your Clawshot to smash distant pots and grab the resultant treasure. 



Tileworms hide under some of the blocks. Use the Gale Boomerang to take them out, or 
they'll likely knock you off the edge. 
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io; Wake the Wind 


11 Catch Oocca Air 


When you defeat the two large Lizalfos, a gate wiff open on the second floor Grapple your 
^iV^v up to the opejiing, then use the Ciavi^shot on the golden ornament on the ceiling to acti- 
vate the wind Tunnel in the center of the room. 



The enemies In the loom are 
plenty tough. Use the 
bomb/orfow combo to take 
ihem out fro in afar (and 
knock thcTTi over the edge if 
you're lucky). 


Once the Ian starts turning^ grab an Oocca and use it to glide toward the wind funnel^ 
Ihen (o the door to the north. Time your jump so you catch the fan's air and gel an 
upward boost. 


Before you grab the Oocca and cross to the east side of the gap, grapple the gold ornament 
on the ceiling to reveal a treasure chest that contains 20 rupees. Grata 50-r\ipee prije 
froiii the chest at the east end of the room, then use an oocca to get through tlie hole in the 
north wall, lise the Cfawshot on anothfi'f'gofd ornament to create another wind funnel, then 
grab an Oocca an-d fly through the hole in the west wall. Head north through the door. 



If you foil to the bottom, 
of the chamber, use the 
Clawshot to return to the 
upper Floor, or jump into 
the fan's gust if (here's one 
available (and you have 
art Dp(ca), 
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12 A Long Way Down 


Getting to tlie tJOttom of tho tower chaErengiiig. ^tart by grappfing to 1 I 10 gold ornarnent above the platform 

that’s to the right of the door; doing so will open a door ><0011 need taten Use an oocca 10 hover to the platform below and 
to the west, from Ehere^ float to the platform directly betovr. Hover to the platform in the southeast that has a grapple point 
nent to it. then grapple from ledge to ledge to reach the door. 

^ As you travel down through the cfiamher, avoid the hofiwni- 
tol wind gusts that blov/lhrough the tower—they'll push 
you outside and pul an end to your trip. When you need to 
gel past a gusty arca^ Jump only when the wind stops. 
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13 ) Fan-tastic 



ifi the small circular room to the far west, put on the iron 
Boots and grapple to the bronze ceiling fixture. The fan will 
shutdown, allowing you to descend to the room befow, A 
mid-dungeon boss, awaits. 



14 Dragon warrior 


The creature guarding the dungeon's treasure is a small 
dragon armed with a sword and shield. Draw your ClasMshot 
and aim at the beast as It hovers around. When it puts its 
shield in front of Itself, puil it toward you with the CFawshot, 
then attack it with your sword. After you hit it several limes, 
it changes attack patterns and begins flyiii^, out of the holes 
In the svalls. Scan the room to see where the creature 
appears, then grapple sis shield to bring it close for more 
sword slashes. 



You can also hit the dragon when it swoops down to 
attack; block the strike, then counterattack. If the crea¬ 
ture damages you, however, it will likely knock you onto 
one of the blue blocks around the edges of the room. 
QuickEy get ofl of the blue blocks before you fall. 
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Double Clawshots 


Defeating the mid'dyngeQH Ikbs yields 
anettiei' Claxvsliiot:. giviiTg you Double 
Cla^vshots, With mo Clawshots, you 
can grapple to a location, theo grapple 
again while hanging. 




Practice using the 
Double Clawshots by 
grappling your way 
out of the boss's 
Chamber. After grap¬ 
pling to a spot on Che 
celling, lower your¬ 
self so you can target 
another grapple spot 
or the ft'Y. 




16 Ready to Crumble 


Vou must grapple from pillar 
[0 pi liar CO get across the 
room, but each pillar begins 
to fal I a part as soon as you 
grapple it. Grapple from right 
to left to right to (eft before 
dropping to the ground. {Keep 
holding z to target each suc¬ 
cessive pillar.) A nearby chest 
contains ihe compass. 


fi7 Pruning Patrol 

wivert you find yourself beneath the west bridge, you'll need to grapple to get to the other 
side. Grapple onto the mesh on the bridge’s underside, then lower yourself and target the 
plant enemy on the ne^tt-dosest mesh area. Hit the enemy with the Claws hot once to stun 
the foe, then again to cut the stem. When you've reached the end of the bridge, grapple to 
the vines and dimb up, then enter the central chamber. 




1 ^ Return Trip 


once youYe back In the main room, it's time to put the Double Clawshots to use and head 
back to the cast side of the dungeon. 


15 Clawful Climb 



When you get back to the 
west tower, use the Double 
Clawshots to grapple your 
way up, going clockwise 
around the room. Partway 
up you'll see another golden 
ceiling ornament. Grapple 
the ornament to open a 
large door, 



After the door opens, lower 
yourself by pushing down 
on the Control Stick. Vi/hen 
you're lined up with the 
door^ grapple to the red tar¬ 
get on the wall to get 
through the opening just as 
It shuts. 



For your return trip east, you 
don^t need to climb out the 
window. There's a grapple 
point hanging on the ceiling 
between the eastern pillars; 
latch onto it with the 
Clawshots then grapple the 
target above the door to 
reach the exit. 



The bridge is out, but the flying plarnts are stfll around. Grapple from plant to plant lo get 
across the massive gap. Take off your iron Boo ts, though, or you'll drag the plants down. 






































































































19 Go Clawshot Crazy 


The east wing contains a labyrinthine series of ctianibers that have fallen inio ttisrepair. 
Make your way throjgh vrith the Ooubfe Clawshois. 





Latch onto (he grapple point 
on the ceiling at the east 
end of the room, then 
descend (o the next level. 
Grapple across another 
series of aumbljng pillars 
(hen drop to the floor. Walk 
to (he norlh edge of ihe 
platform and grapple the 
target on the far wall. 

While hanging from the 
north wall on level B2, grap¬ 
ple the target on your riglK 
then lip over lo the mesh on 
ihe wall to reach a treasure 
chest. Face south and grap¬ 
ple the target to your left 
then grapple to another 
mesh screen. Go through the 
hole in Ihe v^all. 

Jump or rappel down to the 
next level. Knock down the 
pfant eneniiies using the 
Clawshol or bomb arrows, 
then grapple to where Ihe 
plant was hanging. Descend 
and hit the crystal^ then 
grapple your way through 
the newly opened gate. 


Use the mesh and the grap¬ 
ple pcims to climb up two 
levels and reach the door. 
You can grab two more 
optional treasure chests in 
the area, but v«tch out for 
the worm enemies that hide 
beneath the lifes. 


20, Herbicidal Maniac 

A. large plant, much like the one you fought in the Forest Temple, blocks the way. stun it 
v/ith the Clawshot, slice it with your sword, and thrwv a bomb into the center once It's 
exposed. With the plant gone, grapple to a falling pillar, then to the nearby vines. 



Walk the Line 

Climb around the vine-covered pillar and drop onto the platform. Hoad counterclockwise 
and carefully walk along the narrow pathway to reach a treasure chest. Continue onward 
and grab onto the ledge to your right. Shimmy across the gap to get a Piece of Heart. 



While walking along the 
narrow ledges,, keep the 
enemies at bay with arrov/s, 
bomb arrows, and the Gale 
Boomerang, Don't let Ihqm 
knock you off the edge. 


I iz Continue the Climb 

I 


Shimmy back across the gap and grapple up to a crumbling pillar From there, grapple to 
another pillar, then to an ivy-covered column. Grab onto the- target hanging from the ceil¬ 
ing, then descend to tlie platform below, where an enemy Is wailing. 


The narrow plat form doesn't 
provide much room to fighb 
but at least it's walled In so 
you aren't likely to fall. Use 
skills like the Back Slice (o 
defeat the armored foe. 



23 Plants Are the Ticket 

' The slow, floating plan ts vd 11 get you to the next area. Grap pie onto the plant to th e east to 
I get over the first wall, then grab onto the western plant to clear the second wall. Snag the 
I flying plant that's traveting to^vard the island to the south, while hovering, grapple to she 
I plant that, floats above the island, then drop to find a Poe and a treasure chest:. 



If you grab onto the wrong 
plant, you'll bump into the 
wall and faff. You'll need to 
wait until the plant flies past 
again to give it another try. 



After getting She Poo and the treasure chost, head north via flying plant. Shorten or 
i lengthen the Clawshot's chain lo get Uirougli the gap in tfte wall, then transfer to the 
westernmost flying plans. Ride it to the ledge where the door is. 


























































































24 Gotta Have Heart 


27 A Man with a Fan 



Afcer exiting^ the flying-plant'filled ruins, you'll reach a vvrde-open area chat houses even 
more hying pEants, Shoot the hying enemies ■tvith arro^vs, then grapple from plant to plant 
to reach the bafcony to the south. &o through the door to find another Piece of Heart. 



25 Wolf on a Wire 

use (he. hovering plants to grapple to the central structure. Go through the door and take 
out the enemies, then grapple up the vines in the northeast. Turn into a wolf and head 
across the ropes. When vou get to the middle, head left. Turn back into a human lo kill the 
spiders and cross the vines, then turn Into a v^folf again and cross more ropes, 



26 Key to the City 



Head back across (he ropes 
and the ivy^ and proceed 
clockwise through the area. 
Go through the door^ then 
grapple onto the mesh on 
the ceiling lo your right. Put 
on the Iron Soots and grap¬ 
ple to the ceiling ornament 
lo shut off the fan/then 
descend to get the Big Key. 



Drop down the hole in the 
floor to reach the third level. 
Open the chest, then grapple 
ths mesh or the ceiling and 
descend, but don’t let go. 
v/hHe you're hanging., grap¬ 
ple to the bronze ceiling 
ornament, then equip the 
iron Boots to start the fan. 
Drop to the floor and enter 
the north door. 


2s Wind-Powered Panels 

Thanlis to the wind created by the giant fan, the large panels vnll be spinning around. 

Target their mesh sides and grapple across the gap from panel to panel. At the end, grapple 
the mesh in front of the fan to reach a treasure chest, then drop, and enter the door. 



29 Double Dragon 

when you enter the far north tower, you'll ha^i^e to fight two of the small dragon creatures 
you encountered earlier. After they're defeated, grapple up to the grating on the wall, ihen 
to the mesh-covered panel. Use the Clawshot to hit the crystal and start the panels turning. 
Grapple from panel to panel to climb the tower. 






















































































Even after you've entered the hess's lair, youll need to go 
a bit farther before Ihe monster sboivs Itself. crappFe 
onto the grate that's on the pillar near the door, and from 
there grappte to the vines. Clin>b the vines to the top of ■ 
the beilding. where Argorok wif! reveal itself. 







The boss can hover 
above the battlefield 
and flap its wings to try 
to push you over the 
edge. Equip the Iron 
Boots lo counter the 
harsh winds. 



U 0- 












The dragon also likes to 
swoop across Ihe battle¬ 
field in anaitcmpt to 
rarn you with its claws 
Of pull you off the edge 
with Its Jetstream. Vou 
can dodge the ramming 
attack, and the iron 
Boots counter the. 
effects of the gusts. 

The key to victory i$ tO puH Off Argorok's armor. Wheri the creature swoops down, use 
the Clavrshot to grab onto the end of its tail, tliei> equip the iron Boots to ground the 
boss and destroy part of the armor. The easiest: way to fight Argorok in the early stages 
of the battle is to grapple onto one of the pillars around the Iwttiefietd, then grapple 
the beast's tail when it gets close. You can't attack the dragon after you pull it to the 
ground, hut after you ground it a few tintes it will lose the armor entirely. 



once Argorok lias lost its armor and the jewel on its back Is exposed^ rain begins to fall, 
causing flying plants to enrierge froiri the grouind and hover above the battlefield. Use 
the Double Clawshots to climb back and forth between the pillars and reach the circle 
of hovering plants. Wait until the dragon rears Its head, then hold down the z Button 
and grapple from plant to plant to avoid Argorok’s flames, When the fire dies do^vn, use 
the Clawshofs targeting view to grappte onto-Argorok's back, and attack thele^vel 
repeatedly. The beast will fall to the ground, allowing you to climb back up and repeat; 
the process. 



After Argorok takes significant damage^ it. will hreathe fire twice in a row. Turn around 
and grapple the other direction to avoid the second flaime attack, then get ready to 
jump on its back and strike the jewel. Once you've repeated the jewel-attacking 
sequence approximately three times, the boss will fly high into the air and explode. 












































































































Kingdom 


Ifs back to the Mirror Chamber for you. But before you 
go, spend some time exploring greater By rule. 






Heart Muscle 

BeforG vou liead off to tfiG Mirror Chamber, search the king- 
do in for Pieces of Heart and Poe 5ouls that you haven't col- 
lecled yet (see pages 144 and 153. for lists). At this point, 
yoo are equipped to collect inosr of them. 

Armor Upgrade 

]f you haven't given the Kakariko 
Village Oorons i.OOO rupees to fix 
the bridge yet, you should have 
the funds now to make a 
big contribution. Opening 
the trade route will lead 
to the opening of a Malo 
Mart branch in Castie 
Town, vrhere you'll be 
able to buy them pec-run 
Magic Armor. 



Quite an Ordeal 

You noiv have ali the cquipmene you need to go deep into 
the Cave of Ordeals (on the Gerudo Mesa): see page 113. 
Stock up on bombs, potions, and arrows before you enter 
the 50-floor fairy haunt. See page 163 for details. 


1 The Twilight Princess 

When vou return to the Mirror chamber and assemble the 
pieces of the mystic device, the mirror will open a passage 
to the twilight realm's Paface of Twifigbr,. artd the guardians 
of the mirrqr will reveaE Midnai true identity. She's the 
Twilight Princess. 




























































(0 Head-Hunting 


Palace of Twilight IF 



Trjiv«l to the oust Side Of tlio paf^iCO exterior aiid open the 
door You’ll go up against a few minor enemies and two 
magfe creatures, that took like tho head of evil Zant. They'll 
phase in and out of the room. Use your sword against them. 
VouTI get a Srnall Key for your troubles. 



The Zant-hcad creatures spit damaging magic bullets. Use | 
your Shield Allack skill to deflect them. When the magic | 

hits a head, the creature will be stunned for a moment, | 


2 Stop for Treasure 

Grapple to the door and continue north. There's a key in a 
chest on the north end of the next room, on your way to ir, 
you'll walk through a black fog that will transform you into 
a vrolf. Use your senses to hunt a Zant-head creature in the 
fog. By defeating it, you will make two more treasures 
appear The one on the floor holds the compass. The one 
that you must grapple to holds a J00-rupee piece. 



HiKsim 


Shadow Beast 

The black fog, made from shadow crystals, transforms you 
Into your wolf form and it clouds your vision, lise your 
canine senses to see through the darkness. 
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3 You versus zant: Round One 


YouVe been v/aiting to go up against Zant. You'll do the next best thing in the first floor's 
northeast cliamber. zant's ghostly image wilt Sock voo Into the room and conjure enemjes. 
one group at a time. Make zant your primafy target. 



(V) Cut Off the Hand 

AS tong as you are inside the palace, the band will chase after the 5oL Head south, when 
you're in the middle chamt>eA place the Sol in the midroom slot to make stairs appear. 
Clinnbthe stairs then grapple the Sol from above to retrieve it. if the hand picks up your 
prize before you do. use the cla'A'shot to steal it away. 



As soon 3S you get to the 
top of Ihe glowing stairs^ 
train your Clawshol on the 
Sal to retrieve it. If the hand 
is close to the Sok stun It, On 
your way along tf)e ledge on 
the east side of the room, 
toss the Sol over Ihe high 
step, thendirrtb to it. 





You'll encounter a group of 
enemies in the soothv/esr 
section. If the plants grab 
you, youHl drop Ihe Sol. Run 
past them then keep running 
soulh to avoid the hand. 


6 Touch the Twill 

The hand can't leave the palace. Once you're outside, the sol will be sate, use it to lift the 
curse from the Twifi, then place it in one of the two slots in the area's center section. A 
square platforn^ will appear. Ride it to the west side. 


Sol Power 

The object at tlie north ejid of the northeast room is a Sol. it has the power to cut through 
the black fog and revive the citizens of the twilight realm, 


4 Race for the Sun 


Attack the hand statue at the nonh end of the room to make it drop the Sol. Pick up the 
prize and run to the center of the room. The hand will come to life. It's goal is to steal the 
sol from you. Put the sol into a slot on tlie floor to make stairs appear. Leave the Sol, run up 
the stairs, [hen turn aroimd and use the Clav/shot to retrieve the shiny treasure. 





The hand vrill tome to life as 
you approach the slot in the 
center ol the room. Drop the 
Sol into the slot,^ run up the 
stairs, I hen use the Clawshot 
to repossess the Sol before 
the hand can grab it. 


I 

if the hand gets loo close for 
comfort, usG the Clawshol to 
stun it. You can't destroy it, 
but you can slow it down. 



7 Fly Over the Fog 

You'll ride glowing blue platforms on the first step of your journey along the west side of the 
palace. A Zant head will fire at you as you advance. Use the Shield Attack to deflect the 


head's shots. Defeat the head (once you're on the north end) to make a Small Key appear. 



Grapple to a point on the 
wall, then to ihe point on 
the ceiling. Use the Control 
stick to move down just a 
little to get a view of the 
platform below you. Once 
the platform is direclly 
below you, drop onto it. Hop 
across the platforms, dellect 
Ihe energy's shots, and 
advance to solid ground. 






































































a Map Trap 

Shad'okv Oeinpwill grgiet you in ihe infdwt^t room, walk into tli€ fog to ti'an^foi'ni into a wolf, ckoit uso Midoa’s dark onarg/ 
to take care of tho boasts, a battio with several Zant^head creatures will foitow. You won't have to engage your senses (thus 
lirnitifigyourfiel'd of view) to see ihem-they stick out of the fog. Your prize for beating them is the dungeon map. 



Grapple to the wall Ifom the norih end of the room. Your The dungeon map is in I he soulhdastern chest ol the lour 

nciv height will give you access to a grappling spol in Ihe in the room, the Small Key is in the southwestern chest, 

ceiling. Advance to the treasure chests horn there. 


9 You Versus Zant; Round Two 

In your second fight fora Sol. 

Zant wi II appear in a ghostly 
form again and send a new 
group of enemies after you. 

Once you hit Zant enough to 
make him regroup, the ene¬ 
mies will disappear After you 
steal the Sol and head for the 
slot in the room's center, you’ll 
take on a few more enemies. 

Clear them out of the v/ay 
quickly. The hand is coming. 



10 The Western Route 


By placing the Sol in the slot in the center of the midwest room,, 'j'ou'll make a tall structure rise. Grapple to the north end of 
the room, then grapple to the west side. Climb the structure and collect the Sol once vou reach the soutliViest corner. 



if you gel to the sfot while 
the hand is entering if^e 
room, the structure that 
pops up from the floor will 
block its way. That will give 
you time for some aerial 
acrobatics. Grapple to the 
norih wall I hen grappte to 
the west. Drop, I hen climb 
Ihe structure. Head south 
ifien use the clawshot to 
relrievD Ihe Sol from the 
room's southwest corner to 
retrieve the Sol. 


Palace of Twilight 


11 Glide to the Finish 


You'll need to float above the fog ini the southwest room to 
get to the exit. Ride the platfonns to a tower that houses 
two dark orbs. They will light up wheji you gel close, creat¬ 
ing a sliding platform that, will take you to the south end. 



If you fall into the log, use Ihe Claws hot to stun the hand, i 
then advance to an orb on the north end of the rgom, ; 

Lighting the orb will make a pfailorm appear. Ride 11 back I 
to your starting point. 


12 Illuminate the Sword 

When you reach the palace exterior lift the curse from 
another Twill citizen, then place the Sol into the other cen- 
iral-seciion slot. Your rev/ard is the Light Sword. 



The Light Sword 


I The power of the Sols turns the Master Sword into the Light 
' Sword. This nevA more-powerful weapon is capable of 
I burning away the dark fog and defeating many of Zant's 
I shadow creatures with a single swipe, use it to venLure into 
I the fog in human form. 



You can test the fog-liftfng properties of the Light Sword 
by returning to the east and v/est wings of the palace to 
collect treasures that: are surrounded hy the darkness, 
You'^il be able to collect iwo Pieces of Heart. 
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13 Light Up the Room 

The spin attack should be your teclirtique of choice to dispel the black fog. Use iiie move to 
clear the air in the first chamber of the palace’s central section. Place the room's Sols into 
slots in the floor to make stairs appear, climb, illominate an orb to trigger a square plat¬ 
form, and ride it to the northwest comer Battle Zant heads for a Small Key. Spin to light 
three more orbs, then ride a pfattorm to the exit. 



The room^s two Sols are not 
capable of burning the log 
until they're in their slots. Use 
spin attacks to elrininale the 
fog and gel the Sols into place 
before the darkness returns. 



When you roach the south' 
west corner, defeat the lant 
heads, col led the key, then 
spin to Hluminate Ihrcc 
orbs, A platform wifi appear 
where you stand and carry 
you to a locked door on the 
third floor. 


14 Look behind the Curtain 



Cut through a cuctain of fog on the west side of the first third-floor section, then use the 
Clawshot to gfappte to a high perch where youll discover the dungeon's Big Key. 




Usurper King-^Zant 


T 



I 
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After you leap to the west side of the black-fog curtain, defeat the surrounding enemies. 
If you try to grapple to (he next platform without fighting the creatures, one of them 
might knock you into the abyss. 
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Palace ofTitnli^t 


15 Heads First 


Gefore you can colfect the Small Key, you'll have to defeat all of the Zaot heads lit the east¬ 
ern secii on of ilie third ffoor. ilium i n ate or|>s. float on platforms, and hu n t for h eads. 



Go to the orbs on I he eastern 
edge and perform a spin 
attack to IfghI them and 
make a platform appear. It 
will lift you to the Southern 
balcony, where the first ZanI 
head will be wailing for you. 


After you defeat the first 
head,, hit two more orbs to 
trigger ifiie platform for a ride 
back to the main section. 
Three heads will attack. 
Defeat them all. You'll get a 
Small Key as a reward. 


16 It's a Long way to the Top 

A dark fog floats over the floor af the very tall room's north end. use a spin move to clear 
the fog, then illymirrate the four orbs in the center to begin a jumping and climbing journev 
to the top of the chamber. 






After you light the orbs, a 
platform will lift you. Hop 
onto the eastern platform. 
You'll rrde it to two more 
platforms. Hop onto the 
north one for a rid'e to the 
east fedge. Grapple onto the 
ledge, lump to another plat¬ 
form and ride it west. 

Grapple 1o a spot on the west 
wall and defeat a lant head. 




Look up from Ihe ledge on 
the west-central platform to 
find a grappling spot. 
Grapple to the center of the 
room. Move down fust a bit 
while dangling, then drop to 
another platform. Ride it to 
the room's east end to fight 
a Zanl head, Gef a Small Key 
from a chest, then ride to 
the door. 


Cut through the Shadows 

You'll face a large collection of shadow beings on your vray to Zant's chamber You can 
defeat them easily-it takes just one slice of the Light Svrord for each. 



The Madness of King Zant 

One of the rewards for trudging all the way to the »p of the Palace of Twilight is to discover 
Zant’s back story. What drove him to the darkness? A monologue from the craved leader 
will reveal all. 



I Years of oppression and promises unfulfilled turned lant into a manic and misunder- 
\ stood creature. He sought a way to lift htcriself to a higher place in life. ] 



Zant's depressfpn made him vulnerable lo an evil force that wanted to mix darkness 
with light and forever blanket the kingdom In shadows. That's when he become Hyrule's 
number'one threat. 
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* Vour fight against Zant is a whiriv/ind six*siagE tour around 
HyrulE. You'd use a variety of weapons and Eoois to reach the 
creature during each phase of the fight, then attack him using 
the Light Swordriant Counters with rapid-fire energy bfasts 
that you won’t be able to deflectwith the Shield Attack {the^' 
come too quickly). Avoid the attacks while you prepare for 
your next hack at the master. 





stage One 

The first part of the fight 
takes place in the Forest 
Temple boss arena. Zant hov¬ 
ers over the poisonous liquid. 
Hit hi in with thet^afe 

- . r 

Boomerang to draw hint 
near, then slice him with the 
Light Sword. 



As Zant starts his rapid-fire blasts^ use your shield to 
defend yourseff^ and Z'targef the fiend. Throw the Gate 
Boomerang to bring Zant to the shore, (hen hit him Vi/ith 
a few fump attacks. 



Stage Two 

The second battle takes place in the Goron Mines, on the giant disc that floats over lava. 
Zant wlii warp from place to place along the edge and lump up and down to try to knock yo 
into the hot stuff, use the iron Boots to stay anchored. V/iieri! zant starts to fire at you. cake 
off the boots, then attack while he's taking a breather. 


While Zant Is jumping around the edge of the disc, there's nothing for you 10 do but wait 
in"the center while wearing the Iron Soots, As soon as the disc stops rocking, use your 
shield for pfoteclion as you charge toward your enemy. You shosjid get to him by the 
time he stops firing. Hit him several limes with your sword. 
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Palace ofTioilight 



The third section of the batlfe takes place underwater. You'll need the Zora Armor, the Iron 
Boots'and the Clawshot. Zant v/ill appear from a giant helmet. After the helmet's door 
opens, zant will start firing at you. Avoid his shots; then use the Clawshot to draw him to 
you. Weigh yoursetf dow with the boots and attack him with the sword. 



stage Five 

You'll be off to the Snowpeak Ruins boss arena for the fifth phase of die battle. Zant begins 
the phase as a floating giant. Equip the bah and chain and watch his reflection in the ice; 
keep moving to ensure that he doesn't land on you. Once hie drops, hie one of his feet with 
the ball. He'll shrink and run. Track him down and hit-him vdth the.sword. 



% 


stage Four 


It's off to the Forest Temple 
again. This lime Zant will hop 
around the baboon's poles. 
Approach him white he's fir* 
ingatyou, and use the A 
Button to Siam into his pole 
twjce. That vdll make him fall 
to the ground. Run up to him 
and attack him with a few 
strong sword swipes. 





After you use the ball and chain to hit the giant, hell hop around m miniature sije. 
Watch tiis path and cut hinn off to get close. Tfion slice away. 
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Final stage 




for the fast sectioir of the battle, you'll be back outside Hynile 
Casili^.inan arena defiredbv a magjc bamer.Zant will attack 
you three different waySr Two Of the dUacks are designed to 
push you into the barrier. While he's flaiifng around to begin 
the hattfe. '/ou'll be able to get in. quite a few slices and stabs 
with ease. Hext he'll spin like a top. Defend yourself with your 
shietd and keep away from the arena's edges. When Zant stops 
spinning, he'll stay in one place for a fo-wseconds, too dizzy to 
fight. That’s your cue to hit him with everything you'ye got. 
zant's third attack has him running towardytMJ. waving his 
blades like a villain in a slasbennovie. Apin. use your shield 
to stop his blade and stay away from the arena's edge, a little 
patience will go a long way in taking care of the beast. 



■nV\AVVdl / 



Vilhile Zant is spinning around the arena^ target him and jump out of the way. You can't do any damage while he's spinning, but you can really knock him for a loop 
when he's finished spinning and he's trying to regain his composure. 












































































































You've defeated Zant and restored the mirror. Now it's 
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Return to the Castle 



Once tfefented Z^nir return to Castle Town and take 
the north exit to Hyrole Castle, Midna will use the pov^er 
granted to her by the Fused Shadows to destroy the barrier 
ardund the castle. 



1 Beasts in the East 

Grab onto the massive door handles and push forward to 
open the way to the castle courtyard. Head toward the 
eastern exit, but be prepared for enemy ambushes along 
the way. 



As you head toward the east door, purple Gokoblins will 
attack you. A barrier wll] surround you until you've finlstied 
them oil. Don't touch the barrier or you'll lose health, Vou'tl 
face more Bokobljns as you cross the east courtyard. 













































































2 Yanking the Chain 

To Open the gated door in the eastern courtyard, grab onto the chain to the riglit of the 
door and pull it to open the waY Head northwest for another fight. 


3 Ogre Battle 

The big green King Bulblin, and he's just as powerfui as. before. This time he's got a key you 
need to proceed, so get ready to fight. Yo-ur hidden skills v/ill come in handy as you battle 
theaxe-wieldiitg warrior. 



The big guy packs a punchy but he's still slow. Use quick sword attacks to keep him on 
I he defensive, and hit him when he prepares to attack. Use the Back Slice if he keeps 
blocking fronfai attacks. 


4 off the Wall 

With key in hand, take a shortcut back to the previous area by climbing the stairs to the 
south, jump over the wall and go through the door to get ba.ckto the southern courtyard, 
Chen head toward the vrestern door. 

You can grab the conlents qf 
two treasure thesis before 
you head back, one is to the 
north of where, you fought 
the ogre; you'll find the 
other when you jump over 
ihe wall. 



s Another Ambush 

As you head to thevrest door, you'tf have to fight off another group of purple monsters 
within the confines of an orange barrier. They shouldn't pose much of a threat. Take them 
out with your spin attack and hidden skills. 


6 Go Hog Wild 


AS soon as you enter the door, 
you'll be assaulted by ene¬ 
mies. Stay close to the door, 
where the archers cari't hit 
you, and take them out with 
your bow. Use ihe boars norih 
qf the entrance to smash 
through the-wood barricades 
and access the ttorthisoscern 
part of the courtyard. 







Destroy the enemies' watch- 
towers while you^e riding 
the boar through the court¬ 
yard. The big pigs are the 
only vv,iy to reach the north¬ 
west portiori of the area. 




7 Take'Em for a Spin 


YouTf find six propeller-topped 
pillars in the no-rthv/est por¬ 
tion of the courtyard. Use the 
boomerang to blew away the 
leaves in the eastern part of 
the area and reveal which pro¬ 
pellers to activate, then mimic 
the zigzag pattern with the 
boomerang to open the door 
and get the dungeon map. 










THI DT lUOArmiilGkir 
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Grave Digger 


(lo) Through the Front Door 


Change into wolf form and locate the digging spot in ihe 
center of tite pile of leaves. Use it to burrow into the grave¬ 
yard. Fend off the enemies and look for tli-e svvitch that 
opens the door to the alcove to the west. 



One of the graves south of (he oEcove hints at a swords¬ 
man's grave beneath a sacred tree. Place a bomb on the 
rock that^s next to the northernmost tree, Vou'll urtcover a 
svjijtch that opens the door to the western alcove, inside 
the alcove, you'll find three rupee-containing treasure 
chests, Lantern Oil, and a torch. 


9 Can't Rain All the Time 

Lighting the torch in the alcove wilt make the rain stop tem¬ 
porarily. Immediaielv run across the graveyard to the east¬ 
ern alcove and light the torches on either side of the door. 
With the door open, use the Dominion Rod to move the 
statues to the southern end of the graveyard. 


Dig your wav back to the western courtyard in wolf form. The goblins have rebuilt their wood barricades, so use another 
boar to get back to the east side of the area. From ttie main courtyard. Iiead north and enter Hyrule Castle. 




Lead Ihei two statues into the notches at the southern 
end of the graveyard. Once theyVe in place, climb up the 
nearby stones and use the statues as steps to reach the 
chamber io the west, Yank the chain to open the door, 
then retrieve the key froni the treasure chest. 


Hyrule Castle 3F 
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Cattle 


■ f 


u Rumpus for the Compass 

Shortiv afrer von enter tlie front hall of the castle, enemies will swarm yon- Defeat them to 
make a treasure chest containing the compass appear on a second-floor balcony. 



▼ 


Climb the small iTight of 
stairs Ihat^s ne^^t to the bal¬ 
cony where the chest 
appears. From there, grapple 
onto the chandelier and 
drop to the balcony to 
acquire the compass. 



12 To the North Door 


Tfom the balcony where you 
got the compass, grappte to 
the chandelier to the east. 
Descend a bit and grapple to 
the next chandelier. Drop and 
enter the door to the north. 



p. j jVj j V ■»' 
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Advice from Beyond 

If von travel the east path, you cart earn some extra rupees and grab some Chu Jelly, As the 
wolf, you can see ghosts that will help guide you. 




Even when you defeat the 
Ilia rd I ike enemies,, lire door 
won^t budge. Assume your 
wolf form to see a group of 
ghosts pointing at a painting; 
if you shoot down the point¬ 
ing with your bow^ you'll 
reveal a crystal switch. Kit 
theswildi to opoii the door. 


But Is It Art? 

votf can shoot down other paintings that are hanging on the wall as well. Some of them hide 
switches that, when shot, cause Chu Jellies to drop front above. 


— or- 



13 Torch Trick 


15 Big Fights, Big Money 


After you defeat the darit 
knight. yoiCll need to get up 
to the letJge ^idiere the treas¬ 
ure chest appea red. if you 
wish, light the torches on the 
west side of the room tec raise 
the two lower steps, then 
climb atop them. Use the 
Gale Boomerang to extin¬ 
guish the torch on the east 
Side of the room, then lump 
onto the rear step as it rises 
from the floor, you can also 
stand close to the rear step 
while you put out the torch 
and get to the step directly 
from the floor, once voii’re on 
the upper level, you can go 
either east or west-both 
paths lead to the same area. 



if you continue aiong tlie eastern route, you'll have to take on two Oarknuts, hut you'll be 
rewarded with plenty of rupees, 



Proceed slowly along ooe 
side of the room so lha! only 
one Darknut comes alter 
you. Slay him then lake 
down the other one. If you 
exit via the northwest donr^ 
you'll find a switch and a 
chest that contains SO 
rupees. Press the switch to 
make another chest appear. 

to get to the treasure chesty 
drop tc the flonrand grapple 
to the nearby chandelier. 
Lower yourself a little, grap¬ 
ple to the chandelier above 
the balcony, then drop to 
grab the ZOO-rupee prize. To 
return to the room with Ihe 
Darknuts, grapple back Lip to 
the north door. 
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@ Light the Wav 

You musl lighE four torches to unlock the door. Shoot dosvn the painting in the room to get: a clue about the order in which to 
light the torches: hrsl the sou[he<i5t one. then tite northwest* then the northeast, and finally the southwest. 



i7y Second-Floor Express 

Defeat the armored Dynalfos in the next room to unlock the doors. Beyond the northeast door a switch will lower a chande¬ 
lier and allow easy grapple access from the front haiL 



(IS) Battles on the Balcony 


Whether you took the east or 
west route, you'll end up on 
the balcony. :Hoad to the west 
end, where you'll find a Small 
Key in a treasure chest after 
you defeat a flying dragonlike 
foe. At the oast end of the 
balcony, you'll acquire the 
Big Key. Once you have the 
keys, enter the door at the 
centerofihe iKalcoov- 






As you head toward the east end of the balcony^ a group of enemies springs ar^ ambusli, but don't wofiy—your friends 
from castle Town jump in and save the day. 


(19) Blocked Out 

I Turn into a ^vqlf and usp your 5cnsK.-thev'ri lee you get rid 

of the pesky phantom rats and enable you to see ghosts 
that point the way across the blocks on the floor, if you step 
on the wrong blocks^ you'l! fall. 



Use youf enliarsced senses to see the ghosts. Pay atten¬ 
tion to the direction they're pointing, and jump diretlly 
on the block thoy'ro gesturing toward. Keep going in the 
same direction until you reach another ghost. 


20 The Shattered Stairs 

After the room vrith the collapsing-bfock floor, jump up the 
broken stairway then defeat the enemies in the room at the 
top. Once they're gone, grappte your way over the next set 
of broken stairs. 



The gaps in (he second set of broken stairs arc too big to 
jump over. Use ihe Double Clawshols to grapple onto the 
grates over the torches and make your way to the next 
encmy-fiticd room. 



















































































1 Castle 



I stock Up 

’ I nslead of using the Big Key 
. and lieading south, use the 
j Small Key on the west door, 

I ifts]<fe you'll find tons of sup- 

I plies and loads of cash. 





At Last^ Ganondorf 



in exchange for letting Ganondorf back Into the world of light. Before you fight canondorf, 
make sure you're svell-stocked with healing items. After you go through the door, head up 
the stairs and prepare for an epic batUe. 



@ Go for a Spin 

use the spinner to dear the third stainvay. Start on the left side and bounce from side to 
side to avoid crashing into the spinning spiked obstacles. 
















































































































































Ganon’s Puppet—Zelda 

Before you face Ganon him- 
self, lie possesses zelda and 
forces vou'to baiiie her. zelda 
hovers out of vour s^vord's 
range and uses three types of 
attacks. Her first offensive is 
a diving sword attack that 
yoy can block or dodge* h er 
second attack is a large trian¬ 
gular energy field that 
appears below Linki run away 
to avoid this attack. Her third 
tactic is to fire an energy ball 
at Link, v/liich you can block, 

Cteflecting the energy attack 
is the only way to defeat the 
possessed Zelda. 


V 



When Zelda raises her sword and crea tes an energy balk take a few sleps back and 
ready your blade. As the energy ball comes toward you^ swing your sword fe deflect the 
attack back at Zelda. When she counterattacks and sends the energy ball back your way,> 
deflect the assault again. Continue (he volley uni 11 the energy ball hits Zelda. After she's 
hit three limes^r shell be freed of Ganon's influence. 



Dark Beast—Ganon 

OnceGanofi is purged from Zefda’s body, he takes on the form of a giant boar. As a boar, Ganon 
charges straight at you then runs around the perimeter, smashing anything in his path. Ganon’s 
charge can't be blocked, and you can't lock onto him while he's charging. Ganon also jumps 
into the arr occasionally and tries to smash you, so watch for his shadow and ruri: out of the 
vray. After hisatiack, he warps out of the room then reappears through a portal After he tele¬ 
ports, stand on either side of the room and watch for v/here his portals appear. Several false 
portals appear before before clve real one does-the true portal is the one that turns blue. Line 
up with the true portal and be ready to counter Ganon’s charge. The battle has two phases; the 
method you use to counter Canon's attacks varies depending on the phase of the battle. 



Phase One 



DU ring the first phase of thejtetlle, equip the Hero’s Bov^ and shoot Ganon in the glowing 
white spot on his forehead as he charges, a direct hit will knock the beast down; as he slides 
along the ground, keep your shield up so you aren't fnjuTed by his bulk. Once he conves to a 
stop, target the white scar on hi$ belly and slash at it with-your sword. After you take Ganon 
clown a fev^ times, he' II change, attack patterns. 


Ganon tardy reappears at the same location he disappeaicd from^ so Ids disappearance 
bcolion is the safest vantage point from which to see where he emerges from his por- 
(ak Draw your bow and scan the area using the targeting view, then let an arrow fly as 
soon as you have a shot at the creature's forehead. 
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tiymle Castte 


Phase Two 

Eventual lyC 9 vnll teleport awoy whenever ^len fire an arrow at. him. That'svour cue that you need to ^v^itch battle tac¬ 

tics. change to your wolf form and take on Canon beast to beast. Keep an eye on his v/arp poriafs and line up with the blue 
portal that Canon emerges from. As he charges, stand your grounds as soon as the IndicaEor appears at tl'ie bottom of the 
screen, press the A Button to grab him, then hold the Control Stick left or right to throw hrm. After Canon goes.dowrr, 
pounce onto the v/eak spot on his belly and hit the A Button repeatedly to inflict damage. You can inflict e^tra damage if 
you transform back to human Link. 





The second phase of the battle is all about positioning 
and timing. A targe hand will ejtiergc from Midna when 
yoi/re properly lined up. Get into position as soon as you 
can;. Canon gets faster as the fight progresses. 



On Horseback 

After Ganon clashes with Midna and the villain returns to 
human form, you'll find yourself bn the fields of Hyrule bat¬ 
tling on horseback. The goal of the battle is to getefose 
enough to Ganondorf to Z-target him. which will allow zelda 
to stun him 'with a light arrow, while Ganon is stunned, get 
close to him and slash at him with your sword-a spin attack 
\vorks nicely- As you u v lo get Zelda. into range, Ganondorf 
has two attack methods; he can charge you and knock you off 
your horse directly,and he can shoot out energy that splits 
into pharitom riders. To catch up to Ganondorf, stay inside his 
turns and try to remain behind him after you strike him with 
your sword. Make liberal use of Gpona's dash, but be sure not 
to deplete your spur icons entirely. 



The trickiest part of the battle is to get into position 
behind Gariondorf. when you rtde toward the boss, he'li 
often; charge and circle around you in an attempt to 
knock you off fpona. Circle around him in kind. 



Ganondorf's’*phantom riders wilt kno-ckyou off your horse 
if they touch you. Stay near either side of Ganondorf and 
veer away when he releases the ghoufs. If you Ye dose 
enough to Ganondort they'll go right past you. 



Zelda will attempt to pierce Ganon with a light arrow once youYe in Z-targeting range. 
Even if youYe locked on, Zelda may nniss with her attack; the closer you are to Gan on, 
the more likely she is to score a d irect hit. 


Canon will be stunned after Zelda hits him with a light arrow. Use the opportunity to 
close in on Ganon and strike him with your sword. You can hit him with a regular attack, 
but ifs easier to connect with the spirit attack. 













































































T'Tv::' 

Final Battle 


The final baiEle agaiiTSE Ganontforf is a ofie-on-one sv/ord fight within an enclosed space, 
Ganohdorf IS a master fighter with impressive defensive skills and powerful attacks. His 
large stature and long weapon also give him a great range advantage over Link. The kev5 to 
winning the battle are to keep your guard up at all timesand to look for an opening in 
Ganondorf's defenses, Z-target the Dark Lord and circle liioTto dodge his sword swings, 
then counter with quickattacks of vour own. Since Ganondorf holds his sword vrith his left 
hand. Circling him clockwise yields the best results. You can also catch the Dark lord off 
guard with the Back Slice-. After you bit Ganpndorf many times, youll knock him tothe 
groondi, giving you a chance to finish him off with the Ending Blow. 




stay ebse to Ganondorf as you lights or you won't be able to take advantage of most 
attack opportunities. Circle clockwise around the boss while Margeting and hit him" 
with the Back Slice^ or wait for him to slaby then counter with strikes of your own. His 
lunging attacks also leave him vulnerable. Only the Master Sword can defeat 
Ganondorf—your other weapons will have no effect. 



Sometimes Ganondorf follows his lunging attack with a quick spin strike. Avoid the 
lunge—if you block it, it will leave you wide open for the spinning attack, Ganondorl 
also uses a jumping attack in which be leaps off the screen and reappears behind you.. 
Though you can counter this move wjlh a spin attack^ it's safest to run and await the 
next attack opportunity. 





V/hen thcre^s distance between you and Ganondorf^ 
sometimes the villain will lunge and the word "chance" 
will appear on the screen. If you hit the A Button as soon 
as the word appears, you'll engage in a close-range 
sword struggle that requires you to hit Ehe A Button 
repeatedly os fast os you can! 1( you win the exchange, 
Ganondorf will be stunned, allowing you to gel in numer¬ 
ous hitsJf he's alrea-dy weakened, the flurry will leave 
the evildoer vulnerable to the Ending Blow, 
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There are 4S Pieces of Heart in the kingdom. For 
every five you collect, you’ll get a Heart Container. 




Snowpeak Ruins 


Palace of Twilight 


Oorcm AHines 


Arbiter's Grounds 


Lakebed Temple 


City in the Sky 


Temple of Time 



1 



















































































































Pieces of Heart 


You’re All Heart 



vou'll start ilie aame with three hearts arid earn one more in each of the first eight duo* 
geons. To complete the coltection of 50 fuH hearts^ you'll have to collect, each of the Ising- 
dom's AS Pieces oi Heart. Vou’ll get a full Heart Container for every five pieces that you find. 
Some of the pieces come os prises for 
side quests or miaigames. The rest 
are scattered afl over the king¬ 
dom. Vou'll go to dark caves, 
dead ends, and high peaks clur 
ingyour seorch for all of the 
life^sustaining treasures. 


[I I Temple 

Use the Gale Boomerang to put out the torches irv the far east Forest Temple chamber, 
where creatures wait under floor tiles. The wood platforms in the room will drop, allowing 
you a clear path to the Pi^ce of Heart. 




H-Oi 


Faron Woods 


Burn through the Faron V/oods swamp's poisonous fog by waving your lantern, and enter 
the cave in the northwest (where you found the key to tire north woods gate). Light two 
torches at the dead end to make the Piece of Heart appear. Note that if you do this early on. 
there will be no poisonous fog. 



Hyrule Field 

venture to the south end of the bridge in the middle of Hyrule Field. Equip the Gale 
Boomerang and Investigate the trees in the area with vour first-person vievr. Vou'll find a 
heart floating near the branches of one of the trees. Use the boomerang to retrieve it. 


H*04 




H-02 


Forest Temple 




H-OS 


Ordon Village 


Drop a bomb into a large plant in the killer-plant-filled chamber that is northeast of the 
Forest Temple entrance. The giant bud will expfode. giving 'you access to a ground-level 
aicov^e and a treasure chest. 


Following your adventure in the (joron Mines, you'll repin the use of votu' horse, Fpona. 
Any time after that, .go to tfie ranch during the day, call Epona and talk to Fado. He'll ask you 
ig herd the goats, a ltd will give you a gift after a successful I'un. 
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H-06 


Hyrule Field 


Look For a tall rock formation that tov^ers over the east end of KaNariko Gorge, You'll find a 
Heart Piece floating above it. Target the prize with your boomerang, then send the 
boomerang across ihe gap to add the piece lo your collection. 






Kakariko village 


After you complete your adventure in the Goron Mines, get a boost from a Goron at the north end of 
Kakariko Village, iTiendimb th e lower. You'll limJ Talo at the top. He'll challenge yotr to an arrtw^'- 
shooting exorcise that will end with you hitting a pole at tiie top of the tower front the. south end of 
cotvn. That shot: will earn you a Piece of ffearl-but on ly if you tfon't use the Hawkeye. 




H-07 


Goron Mines 


Shortly after you speak to Gor Amoto, the first elder in the mines, you'll use the iron Boots 
to walk on the ceiling of a large chamber. Advance to tfie chainber's northwest corner to 
find a treasure chest that contains a Piece of Heart. 




Kakariko village 


There's a huge boulder west of the Spirit Spring at the south end of the village. Use a bomb 
EO destroy it and reveal a cave. Follow the path inside, to a pool of ivaten Dive in, use the 
iron Boots to sink to the bottom of the pool, then walk to a treasure chest. 



□ 


H-08 


Goron Mines 



Kakariko Village 


After you advance to the second-floor room that houses two turrets and a drawbridge, walk 
up the magnetic track on the east wall. Follow the track's southern branch to reach a treas¬ 
ure chest on a ledge. Your prize is Inside, 



You'll see a grouping of rocks on the cliff above the giant boulder that you bombed to 
access Piece of Heart H-10, Use a bomb arrow to destroy the rocks, and expose another 
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‘ Pieces of Heart 


□ 



Hyrule Field 


Travel iKsrtli or Kal<ariko ViHage and use a bomb to destroy a farge block on the path's west 
side. That will give yon access to a narrow trail along the rocks. The frail wiH lead you south. 
After voo destroy a rock with a bomb arrow, climb a vine, tihei> go north to the prize. 



Lake Hylia 


You can roach a room at the back of Lanayru's Spirit Spring by grappling to the ivy with the 
Clawshot. At the far south end of ihe room, you'll find two torches, UglH the torches with 
the lanterii-a chest with a Piece of Heart inside will appear. 





Lakebed Temple 



Lantern Cavern 2 


After you get the Clawshot by defeating ihe humongous frog, return to the central circular 
room. From the second floor, use the Clawshot to grapple your way to the chandelier in the 
middle of tho room. You'ir find the Piece of Heart in a tre.isure chest. 


There's a rock-bfocked cave south of Lake Hylia's Windstone. Destroy (lie barrier and ven 
ture into the darkness with a full lantern. Your path has many twists, turns, and alcoves. 
Light two torches in the last chamber to make a Piece of Heart appear. 




H- 14 ^ 

Lakebed Temple 



□ 1 

H-17 

Bridge of Eldin 


Make sure the water is flovring west in the main chamber, then travel to the westernmost 
room on the first floor. Cross the bridge to the south, then stand on the switch and grappfe 
to the wall, where you'll find a treasure chest containing a Piece of Heart. 


Gra]>p!le to a ledge on the west cliff wait north of the Bridge of Eldin. Co south then west into 
a cavern. As you travel though the cave, you'll leap off ledges for distance then put on your 
iron Boots in midair to stick to a wall. After the third time you do that, look for a chest. 






















































































































m Gerudo Desert 

There's a boar on a spit fn the northwest corner of the enemy camp. Use a spin attack to 
d 0 S[i oy the embers under the boar, then attack the boar Stself to cut your way through to a 
Piece of Heart. 




Fishing Hole 


When you reach the fishing hoie in the northwest section of Lanaynj Province, talk to Kena 
in the south hut to rent a canoe and a reel. Paddle out to the nniddle olr the pond, then send 
cut a line to collect the Piece of Heart on the pond's large rock formation. 




Arbiter’s Grounds 


■PTO*r 

H-22 


Snowpeak Ruins 


Travel to the northwest corner of the Arbiter's Grounds centra I chamber, use the Oawshot 
to flyover a patch of sinking sand and collect the contents of a treasure chest-a Piece of 
Heart. A grappling point on the west wall v^ill help you get out of the corner 


On the second floor of the foyer, hit the north chandelier with your ball and chain to start it 
swinging, nop onto it, then hit and hop onto the two chandeliers to the south. Vour goal is 
to reach the treasure chest: or the south ledge. 



H-20 


Arbiter’s Grounds 



Snowpeak Ruins 


Vou’li put the Spinner to the test shortly after you collect ii. In the basement's northeast- 
corner chamber, use your new tool to hook onto a track on the wall. You'll ride Up to a mid- 
room treasure chest and thedungeon's second Piece of Heart, 


Tiiere are cracks in the floor in the southeast comer of the second level. Use a bomb or the 
ball and chain to blast the floorboards and create a hole. Drop in. You'll find a treasure 
chest. From there, grapple back to the second level. 











































































































H-24 


Temple of Time 



Pieces of Heart 



H-27 


city In the Sky 


On your way back to the temple's miain doon with tlie Dominion Rod in hand and a statue 
under your control, you'll advance through a fifth-floor room that has sliding walls, an elec¬ 
tric barrier, and a treasure. Guide the statue to a switch to gain access to the Piece ofHeart, 


After you defeat the large plant on the first floor of the east wing, grapple up to the second 
floor. Head counterclockvi^ise through the room, carefully walking across the narrow path. 
Grab onto the ledge to your right and shimmy across the gap to find the piece of Heart. 




H-2S 


Temple of Time 



City in the Sky 


Take a slighc detour in your journey back to the maini door. On the south end of the fifth 
floor's south room, use the Dominion Rod to guide two small statues along:eastern and 
western! paths. After they both hit switches, a treasure chest will appear. 


There's a Piece of Heart in the chamber filled with flying plants on the east wing’s third floor 
in the City in the Sky. Take the northwest exit from the chamber, then grapple from plant to 
plant to reach the southern balcony. Go through the door to nab the Piece of Heart, 




H-26 


Temple of Time 



Palace of Twilight 


When there's power in the [>ominion Rod, go to the Temple of Time’s main room and use the 
rod to ntovo a statue that is imbedded in tlie wal I of the southwest corner, voull reveal a 
passage that leads to a treasure. 


Once you have the Light Sword, return to. the palace’s east wing, Use the sword (or the 
Sol) to cut through the fog on the east wall of the southeast room, then grapple to a 
treasure chest. 








































































































Palace of Twilight 

Go to the palace's wiog with the Light Sword in hand. Qit through the fog in the fjrst 

room to make a platfornn appear id the southwesi corner of the pit The platfornii will carry 
you to within reach of the treasure chest in the west wall's raised alcove. 



H-3a 


Death Mountain 


Vou'll discover a Goron while you're on the Death Mountain trail between Kakariko village 
and the Goron camp. Use the Goron Tor a boost and grab-a ledge to the east. Climb up. go 
north, then drop into a cave to the east. You'll end up near a treasure chest. 





--- “I 

Lanayru Province 


□ 


H-34 


Bridge of Eldin 


A path in the far eastern section of Lanayru Province {east of Castle Town)' is blocked by 
boulders on both ends. After you blast the rocks, use the Spinner to follow a track on the 
walls (jumping bew&sn walls on the upper reaches) to gel to a ledge that holds a treasure. 



After you retrieve the middle of the Bridge of Eldin from the Gerudo Desert. Use the 
Dominion Rod to guide a statue from the north end to the south end. Drop it into an alcove 
to the east, then use it as a platform to hop across a gap. Climb a ladder then get a prize. 




H-32 


Eldin Province 



Lake Hylia 



in northern Eldin Province, on the east side of the bridge that spans the hidden gulch, use 
the spinner on the north wall's track. After you reach a lower ledge, dig into a cave. Destroy 
three regenerating skeletons inside to make a treasure chest appear. 


l^umm chaitengesyou to a frui^balfOQn'poppIng challenge on the v/est side of Lake Mylia. 
She offers you a mystery (ft's a Piece of Heart} fora lO.OOO-point score. The trick Is to 
get score-doubling fruit-matching combos. Go for a long line of strawberries. 































































































































H-36 


Lake Hylia 


Take Fyer's normal fifght to get to Faibi's Flfght-by-Fowl challenge. Grab a Cucco and go 
straiglit for the floating ptatfonns to tbs southkvest, pressing down on the Control Stick 
occasionally to decrease your speed. The top stationary platform houses a Piece of Heart. 


Pieces of Heart 


□ 




Hidden Village 


Travel south through a cave in Eldin Province's northeast corner to find the hidden village. 
You'll discover the Cucco leader on the west side. Crash through windows to get: to her; 
Accept her challenge to find and speak to 20 cats, completion gets you a Piece of Heart. 




H-37 


Ordon Woods 


Go north of Coro's shack, blast a giant boulder, then head north to a statue, use th-e 
Dominion Rod to guide the statue into a shallovr hole, then turn into a wolf and use Midna's 
lielp to hop onto the statue, and follow a path to a treasure chest. 



I I E3I3 Castle Town 

A man wearing a green robe on the Castle Town east road accepts your donations in 30- and 
50-rupee increments, once you give him a total of 1.000 rupees, he'll summon a Piece of 
Heart from the heavens and hand it over. 



Sony 



H-S8 


Kakariko Village 


n 


H-41 


Lantern Cavern 1 


Once vouVe donated 1,000 rupees in Male's shop to rebuild the west bridge to Castle Town, 
talk to the elder outside the shop. Accept his challenge to bringspringvrater to the Goron. 
Zigzagyoor way through the enemies and douse the Oorofi to earn a Piece of Heart. 


Bombs get you into a lot of places in Twilight Princess. Plant an explosive near a giant boul¬ 
der southv/est of the Kakariko Gorge bridge to gain entry to a sprawling cavern. Light two 
torches in the cavern's northwest section to make the treasure appear. 












































































































H- 42 ‘' 


Sacred Grove 


Travel ea^t of the temple grounds to one of the places where you faced off with the SffUll 
Kid. Blow up a boiilder in the middle of the area, then dfg in that place to reach a cave, After 
you destroy all of the killer plants in the area, you'll discover a Piece of Heart. 



H^44 


Hyrule Field 


i once YOU have the DouhJe Cl awshots„ go to t he southeast section of Kakarlko Gorge and hi i 
i a griippl ing point in the middle of the large formation. Grapple from there to a poin t on the 
I south cliff (below the vines), then to the vines on the small formatton. Climb to a prize. 



□ 


H-43 


Snowpeak 


Are you ready to veil? After you've obtained the second Mirror Shard, returni to the top of 
Snowpeak. where vou first, met Veto. Challenge him to a snowboard race: if you win you'll 
get to race his wife, Veta, Defeat her (use the overpass shortcut) to get a Piece of Heart, 


□ 



Hyrule Field 


in the area north of Hyrule Castle, take the northern rocky path until you reach a clearing 
with a west-facing cave blocked by a boulder. Desiroy the boulder theji smash the ice with 
the ball and chain, eeyord three block-pushing puzzles.you'll find a Piece of Heart. 
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restore it 


Go for the Soul 


Most of the Poes Eocatetf outside buildings 
appear only at ftighL voo'il see a Poe first 
as a floating lantern. Use your canine 
senses to reveal the ghost holding the 
lantern. Lock onto the enemy and attack it 
twice to make it fall to the ground. Lock on 
again and press A to pounce on the 
downed enemy and rip out its soul, if you 
don't pounce in time, the Poe will get up. 
Knock it down again and make another 
soul-ripping attempt. 


IHE lEGEKD OF IEIJD.A: TWHIGHI PRWEESS 


Snowpeak Ruins 


Arbiter's Grounds 


Cave of Ordeals 


Sacred Woods 


Temple of Time 
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p- 



















































































































P-Ol 

Cast le Town 

The first Poe Soul that you ivilt discover belongs to a ghost 
that haunts Jovani’s house o-n the west side of Castle Tovm, 
He'll give you instructions on how to collect It: use your 
canine senses to track ft down, then attack. 


P-02 

Lantern Cavern 2 



P-U 

1 Snowpeak Area 

in canine form, climb to the top of thesutow-and-ice bluff 
that lies southwest of the Snowpeak Ruins entrance. You'll 
discover a Poe there. As you fight the ghost, avoid falling 
off the bluff's edge. 


F^2 

Snowpeak Ruins 


» The cave south of Lake Hyl ia's i4owl i ng scone is a windi ng 

I wonder. Either take a bottle of Lantern Oil with you or col¬ 

lect Chu J elly that acts as Lantern Oil along the way. You'll 
; find the first of the cave's three Poes early in your journey. 



P"03 


Lantern Cavern 2 


There's a lantern in the foyer, often floating over the tee. 
Transform into a wolf, engage yoor senses, and attack the 
Poe who is holding the fan tern. 



Snowpeak Ruins 


The second Poe fn Lake Hyl la's lantern cave fe about 
halfway through your journey into the dark. As soon as you 
! see the floating lantern, transform into a wolf; engage your 
senses, then take on the Poe. 


When you get to Che southwestern room on the second floor 
svi th your ball and chain, use the tool to break the ice barrier on 
the west wall. Vou'll reveal a Poe in an alcove. Another bright 
creature flies around there. Don't mistake ft for the gliost. 


P-04 


Lantern Cavern 2 | 


When you reach the final chamber of Lake Hylia's fantern 
cave, you'll see a third lantern and a glowing e>cit. Before 
you leave, transform into a wolf fora final Poe figlit. 


Snowpeak Ruins 

As soon as you walk into the Snowpeak Ruins, you'll see 
three suits of armor on each of the east and west entryway 
watfs. Destroy tl'ie middle one on the west wall (hitting it 
twice with the ball and chain) to expose a Poe. 


P-14 


□ 



Gerudo Desert 



Sacred woods 


After you defeat the axe^carryiiig King Bulbfin in the middle 
of the enemy camp, return to the scene of the battle (at 
night) ID discover a Poe. You know the drill. Defeat it then 
rip out its SOUL 

I . I I. I 

I IGerudo Desert 

While vou’ro walkiiyg up the steps to the Arbiter's Grounds 
entrance, go east at the mezzanine. Ef it's night, you'll see a 
floating Fantern in the distance. Follow the light to find the Poe. 

! 

\ 


You'll find a Poe in the maze where you chased the Skull 
Kid. The ghost ffoats over one of the kid's hiding places: on 
top of a large, holtowed-out stump. You'll pass und^ra 
waterfall and climb roots to get to it. 



Temple of Time 


ytflien you get to the sixth-ffoor scale room, you'll use -smalt stat¬ 
ues as vi'eights to make the scales tip and give you enough height 
to ^pple to the middle of the room. Use the Spmner to get to the 
v.-estern ledge, dlrectty above the scale. You'll find a Poe there. 



Arbiter's Grounds 


Four Poes enter the first floor's central chamber. Three 
Poes leave. Transform into your canine form, engage your 
senses, then face off with the ghost. 


Q Temple of Time 

A Poe waits behind a gold gate on the east side of the tbird-floor 
efevatciTroom. U$e tho Dominion Rod to activate a Small statue 
on the wall above the pte then guide the statue to a floor switch 
on the other side, you can attack the Poe after the gate opens, 




P-21 

Sacred Grove 

i' 

Travel east of the mafni temple grounds to the site of your 
first Skull Kid Standoff. Use a bomb to destroy a giant rock, 
which exposes a Poc lantern. 


P-22 

j Sacred Grove 


After you're out of the Tempfe of Time, return to the pface 
where you collected the Master Sword. There's a Poe ffoat- 
fng out in the open. Grab it in your steely jaws. 



1 P-23 

Kakariko Village 

Enter Barnes Bomb Shop, climb the stairs, and go through 
tlie exit on the top floor, climb up to Ihe bombed-out stor¬ 
age building from there, if it's nighttime, you'll discover a 
Poe floating over the wreckage. 

□ 

P-24 

Kakariko Village 

Zigzag up the hill from the bombed-out building at night. A 
Poe Will be waiting for you on the porch of the building on 

top of the hill. 



P-2Si 

Kakariko Village 


It's a well-known fact that ghosts hang out in graveyards. 
Go the Kakartko village graveyard at night to see for your¬ 
self. One more Poe soul will be yours. 


□ 



Death Mountain 


While you're walking the trail from Kakariko village to the 
Goron camp, get a boost fro-m a Goron and grab a ledge to 
the east, (f it’s night, you'if see a Poe lantern to the south. 


I I snowpeak Area 

Since all of the enemies in die Snowpeak area sl'isten white, it^ di f- 
freuti us distingufsh them from fiie Poe lanterns that float on the 
slope between the ice floes and the i^ve at the top. One of the Poes 
tends to hover near a tree in thesouibern-ccntrafpartofthe area. 


P^08 


Arbiter's Grounds 



Temple of Time 



Snowpeak Area 


The second Poe that you'll have to defeat to advance 
through the Arbiter's Grounds is fn a round room in the 
dungeon's northvrest section. Vou'fl find it after emergfng 
from the basement. 


use the Dominioi^ Rod to move a statue that’s embedded in 
the wall of the opening chamber's southeast corner, a poo 
lantern will fly out from behind the aoEmated art:. 
Transform into a svolf and go to work on the-ghost. 


Just down the slope fro m Poe P-2X another one of the 
ghostly creatures haunts the area around a very large rock. 
Clear away the other enemies in the area before you 
engage your wolf senses then go after the poltergeist. 


P-09 


Arbiter’s Grounds 



City in the Sky 


After you deal with a. skeleton crew and two screaming 
ghouls in a room flooded with sinking sand, you'll dig up a 
chain. Pull it to move a barrier out of the way, then run past 
the barrier to the dungeon's third Poe. 


A Poe is hidiiTg on the east v/ing of the third floor in the Cibif in 
the Sky. From the northern entrance, use the flying plants to- 
ho\wover tv/ovralis;, then grabontoasouth-ffying pfani. While 
flying, grab onto one more-plant ar»d drop to face the Poe. 



P-10 


Arbiter’s Grounds 


P-20 


city in the Sky 


You'll discover the last of the four Arbiter's Grounds Poes 
east of the central chamber. It v/ill make three copies of 
itself. The real Poe is just a little brighter than the others. 
Identify it, target it, and steal its soul. 


Thcrg-'sa Poe hanging cut near the room with ifie Big Key in the 
City in the Sky Climb ivy as a huruan and walk ropes as a v/off to 
reach the east side off the fourth floor's central room. You'll find 
the Poe near a treasure chest on a precarious plaifomi. 


iP-29 


Snowpeak Cave 


fn the cave at the top of the. mountain, you'll discover a Poe 
on the other side of an icy waH. Set it free by hitting the ice 
with your ball and chain, then attack it. 


□ 


P-30 


Zora’s waterfall 


After you ride down the watcrfalL climb up an incline- on 
the west side. If it's dark outside, a Poe lantern will be illu¬ 
minating the ledge. 


























































































































































































P-51 


zora's Domain 


When you’re in wolf form, use Midna’s help lo hop up a col¬ 
lection of cliffs, from the east side of the pool to the north 
side, rhere'^s a Poe (which you'll find only at nieht) in the 
midd le of on e of the gaps. 



Zora's River 


Tliere's a grassy knoll on the south side of the Zora's River 
area, a Poe Itaunts the little hill at night, Cltrnb up and pluck 
out the Poe Soul. 


□ 


P-33 


Hyrule Field 


There's a stone bridge in the Hyrule Field area north of the 
castle, wait until night and cross the span to discover a hov¬ 
ering Poe. 


p.34 


Hyrule Field 


Run east of the bridge where you found Poe P-33, There’s a ring 
of tatl-c^ass mfisdose 10 a pair of trees. Engage your canine 
senses and dig into the soft ground in the center of (he ring. 

You'll drop into a cave where vou'lf find two-Poes (.P-3^ and P^35). 


□ 


P-3S 


Hyrule Field 


Poe P-35 is in the, same cave as P-34, use your senses to- 
expose the twogliosts. you may be able to knock both of tliem 
to the ground with the same attack, if you do, steal one soul 
ll^n pounce for the second one before the Poe revives itself. 


P36 


Hyrule Field 


walk to the top of a cliff east of the bridge in Kakariko 
Gorge at night. 'You'lli see a floating lantern near a tree. 
Engage your canine senses to spy a Poe. Target it and piuck 
it from the air. 


□ 


P-37 


Hyrule Field 


use castte Town’s southern exit, while you Ve heading due 
south, down the stairs of the stone patio area outside of the 
town you'l I confront a. Poe. Knock it. down and rip out its soul. 


□ 


P-41 


Lake Hylia 


A Poe haunts llye first pfwe platform below Falbi's Fliight-by-Fowl 
chglfenge. Luckily, both Fyer'scannon and FaIbi’S Challenge are 
open at night, use the two concessions to get to the platform. 
Stay away from the edge whife vouVe fighting the Poe. 


□ 


P-42 


Lake Hylia 


You’ll find a floatiitg lantern over the patch of land on the 
west side of Lake Kylia at night. Turn into wolf form and 
grab another soul for your collection. 


n 


p-43 


Lake Hylia 


Explore the grassy ledges of Lake Hytia's south shore at 
night. You'll see the Poe lantern light as you approach the 
southern-central section. Follow the vending path, jump 
gaps, and close-in on your prey. 


□ 


P-44 


Lake Hylia 


■ftiere^ a Poe on a ledge midwav up lake Hyfia’s nortli wall, d’xecll/ 
below Falbi's Flight-by-FqvH cbal iGnge station. Rocket up to Falbi's 
place, accept Ihe challenge, arwJ do a u-lurn as you drop, if it's night, 
^twll see a lantern en the l>edge. Float lo it then defeat the Pice. 



Cliinb up to the base of the lookout lower in Lake Hyiia’s 
southeast section. You'll find a Poe there, just waiting for 
you to rip out its SOuL 



Gerudo Desert 


There's .a tree on a bluff due west-of the entrance to the 
enemy encampment (the desert's north-central section). 
Hit the tree with the Cfav/sliot and grapple to it. If it’s night¬ 
time, you’ll find a Poe hovering over three skulls. 



Gerudo Desert 


Use your canine senses to find a place to dig in the same 
locatioji where you found Poe P-46, You’ll drop into a cave 
and find a Poe immediately. 


P-51 


Gerudo Desert 


South of the place where you fand after rocketing to the 
desert (on the desert’s west end), you'll find a large rock. Go 
there at night to fight a Poe who has another soul for you. 


□ 


P-52 


Cave of Ordeals 


After you move a piece of the Bridge of Eldin from the desert hack 
to its rightful place, ^‘ou'll have access to tfie Cave of Ordeals on the 
Gerudo Mesa, You'd find the first of three cave Poes on the i7th 
floor. Fight bony four-legged beasts before you take on the Poe. 


□ 


P-S3 


Cave of Ordeals 


The cave’s second Poe is on the 33rd floor (of SO), You'll 
need the pornfnion Rod to get past a gate on the 3ist floor. 
Two floors later, you’ll be fighting for a Poe Soul. 


□ 


P-S4 


Cave of Ordeals 


When you ’k'enture lo the 44tli: floor, you'll discover the 
cave's third and final Poe. Keep advancing if you can. 
though. You'll meet the Great Fairy for the last time on the 
SOtli floor. 


□ 


P-S5 


Lantern cavern i 


The lantern cavern is south of the bridge that spans 
Kakariko Gorge. Use a bomb to blast your way into it. Oncc 
inside, go to the northwest section to discover a Poe, 


L_ 



Faron Woods 


On your way north through the Faron Woods swamp at 
night, Midna will lead you to a large hollowed-out stump. 
Fight Ihe Poe there and rip out iis soul. 


□ 


P-S7 


Snowpeak Area 


Explore the Reekfish-scent trail between Poe P-37 and the 
cave that leads to the Snov^peak summit. Like its lower- 
slope partner, the ghost haunts a tree. 



Hyrule Field 


A Poe hovers over the wooden bridge outside Gastle TOiV^^n's 
western exit at night, you can defeat it easily, then ackl its 
soul to your col lection, 


□ 


P-39 


Hyrule Field 


A Poe floats over a small cliff Just north of a shallow body of 
v/ater in ihe Hyrule Field Section that He$ between Castle 
Town and Faron woods, as is the case with many outdoor- 
dvjelling Poes, you'll find it only at night. 


□ 


P-40 


Hyrule Field 


Head southeast from tlie castle Town warp porcal. After 
you go ow a short hill, youi'll come to the amphitheater. 
Tonight's performances you fighting a Poe for its soul. 


□ 


P-48‘ 


Gerudo Desert 


After you find Poe Souf P-47 in an underground cave, another 
Poe will attack. Use your canine senses to see it, then attack It. 
Once you have the cave’s second soul, dimb a boulder dial's 
haihed in light, Midna v^ll lift you out of the cave. 


□ 


p-49 


Gerudo Desert 


There are narrow,, sandy paths between the main desert 
and ttie enemy encampment in the northeast. Follow the 
path to the east at night. You’ll go up against a group of 
sand-dwelling creatunSi and a Poe, 


p-so 


Gerudo Desert 


After you transport the center section of the Bridge of Efdtn 
to its rightful pface. return to (lie Gerudo oesert location 
ivhere you found it. If it’s nighttime, you'll find a Poe on the 
mesa, near the entrance lo the now-open Cave of Ordeals. 


p-ss 


Hyrule Field 


Travel northeast from Faron into Lanayru Province, and onto a 
vending path. Before you cross a bridge, examinethe eastern 
cliff for a chest, use bomb arrows to destroy rocks on the cl iffs 
and expose grappling spots. Cl iml) up lo I he chest, and a Poe, 


□ 


P-S9 


Hidden Village 


The passage to Hidden village is in the nor theast section of Eldin 
Province. You'll get there though a Cave to the souih. There’s a 
Poe lantern on a bafeony in the vlHage’s northeast comer. 
Grapple onto a net. climb., transform, then fight the Poe. 


□ 


P-60 


Kakariko village 


Visit the Kakariko Village graveyard at night in ^'o-urcanine 
form and push the gravestone in the southeast corner, A 
Poe wilt pop from the grave. Attack it. 
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for a ball. She’ll reward you handsomely for each one. 




I 



B-23 


BOT 


B-06 


B43 


B19 


8-09 


B-22 


Creepy Critter 
Collection 

SG€^^^^g out Agittia's crMpv-crawtvfriends takes time, 
but the effort is worth it: in addition to cash rev/ards for 
each bug, Agitha v^ill give you the BigtValJet (which 
hofds 600 rupees) when you deliver your first bug, and 
the Giant waflet {which holds l.OOo rupees) when you 
coliect aii 24. When you're hunting for bugs, iisien for 
the tingiing sound that signifies that a bug is in the 
area, and watch for an iridescent glow {which is even 
more prommenr at night). As a general rule, the rtiale 
and female of each bug pair are located in the same 
area, usuafly on the same map. 


B*1Q 


B-IS 
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1 Galden Bu^ 




1 Kakariko village 

1 Male Ant 



B 02 

Kakariko village 

' Female Ant 


The male ant is in tTie grave¬ 
yard on the 1 '%'est side oi 
Ktikariko Viltagc, Look in the 
back of the gra\®eyarcl, near 
the tree on the right side. 


You'll find the female ant in a 
house on the west side of 
Kakoriko Villager simply walk 
through the door. 




□ 

B- 


Lake Hylia 


Male Mantis 


The male ntantis lives at the 
north end of the Croat Gridge 
of Hylfa, The bug often clings 
to the Inner side of the arch¬ 
use the Gale Boomorang to 
grab It if need be. 



OEQ 


Lake Hylia | 

Female Mantis | 


South of the Great Bridge of 
Hylia, giant tree roots sit atop 
the rocky path. The female 
mantis rs hiding in the south¬ 
ern portion of the root-cov¬ 
ered area, usually high on the 
east side. Snag her v/ith the 
Gale Boomerangr 




B-OS 

Hyrule Field (Lanayru) 

Male Butterfly 


Travel south from (he east 
entrance lo castte Town until 
you reach a path. The male 
butterfly is in a patch of flow¬ 
ers to the I eft of [he path. 



|B<06 

Hyrule Field (Lanayru) 

Female Butterfly | 


from Castle Town's east 
entrance, head east along 
the path until you see an ivy- 
covered ledge on your left 
side, use the Clav/shot to 
reach the top of the ledge. 
You'll find the insect In a 
patch of flowers. 





^^3 

Hyrule Field (Eldin) 

Male Phasmid 


At the south end of Eld in 
Bridge^ you'll find the male 
phasmid. It’s usually on the 
inside of the arch. The Gale 
Boomerang will let you catch 
him with ease. 




I'B^OS 

Hyrule Field (Eldin) | 

Female Phasmid | 


YOU can find the female phas- 
mid on the cliff wall to the 
north of Eldin Bridge. Use the 
Gale Boomerang to snag the 
bug from afar. 





























































































































































B-09 

-W 

Gerudo Desert 

Male Dayfly 


The maledavlly is in the 
south-central portforii of the 
Gerudo OeseTl, slightly north¬ 
east of the small, gated alcove. 
It's easiest to spot at night. 


, tv 




# 

w 




# 





B-IO 

Gerudo Desert 

Female Dayfly 


South of the enemy camp 

H A-i 

and west of the warp portal. 


you'll find trenches running 


through the sand-The 


female dayfly is within one 


of these trenches. 

IT- 'fiS’ - -■ 



(hq 





, B‘U 

Hyrule Field (Lanayru) 

Male Stag Beetle 


Vou can find the male stag 
beetle near a tree in the east 
side of Hyrule Field, norlh of 
Hyrule Castle. If you taf?e the 
road north from Castle 
Town's east entrance, vou'll 
see the tree on your right side 
prior to reaching the bridge. 



B42 

Hyrule Field (Lanayru) 

Female Stag Beetle 


in the section of Hyrule Field 
located to the north of Hyrufe 
Castle, head to the rocky 
region north of the river. Take 
the southern fork when the 
path splits and look for a 
bom ha ble west-facing cave 
entrance. The female Stag 
beetle is above the entrance. 






Hyrule Field (Lanayru) | 

Male Ladybug | 


Look for the male ladybug in 
the small fietd south of 
Castle Town. Vou'll find him 
near the large ivy<overed 
rock formation in the west¬ 
ern portion of the area, like¬ 
ly near the flowers. 



B44 

j Hyrule Field (Lanayru) | 

1 Female Ladybug | 


Tile female ladybug is in the 
courtyard south of castle 
Town, near ihe trio of trees 
east of the decorative pool. If 
the ladybug is startled, it 
might flutter over the railing, 
requiring you to grab it from 
below v^ith the Gale 
Boomerang. 




□i 

B-IS 

Hyrule Field (Eldin) 

Male Grasshopper 


Head north from Kakariko 
village to Hyrule Field; you 
Should see the male 
grasshopper on the dirt 
patch in the southern por¬ 
tion of tlic area. He can be 
hard to catch since he hops 
a round-use the Gale 
Boomerang if necessary. 




B-16 

Hyrule Field (Eldin) 

Female Grasshopper 


Vou can find the female 
grasshopper in the section of 
Hyrule Field north of 
Kakariko village. Look for her 
in die northeast poi tion of 
the area; she’s easier to spot 
at night. 
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Hyrule Field (Faron) 

Male Beetle 


The male beetle (S near a tree 
ill the center of Hyrule Field 
iri Faron Province, U's 
between the two hills that 
show jp as ffEht-green 
shapes on your nna(>. 



s 

L 



B4a 

Hyrule Field (Faron) . 

Female Beetle 



GotdetiBu^ 


Look for the female beetle on 
the far west of Hymle Field in 
Faron Province, She's on a 
tree trunfc on a high ridge 
across the pathway from the 
pond, use the Gate 
Boomerang to retrieve her. 



□D 


Kakariko Gorge 

Male Pill Bug 


You'll see a golden glow in 
the grass near the semth end 
of the KakarikO' Gorge bridge, 
Pick it up. It's a small round 
pill bug. 



□ 

B-20 

{Kakariko Gorge 

Female Pill Big 


In the Kakariko Gorge area, 
head southwest from the 
north end of the bridge. 
YouMI find the female pill 
bug in some flowers near a 
group of trees. 




B-21 

Sacred Grove 

Male Snail 


GO to the Sacred Grove 
entrance where you encoun¬ 
tered the the moving-statue 
puzzle, and enter the alcove 
to the southwest. Face north 
and look in the upper-left 
corner: you'll find the male 
snail there. 




Temple of Time 

Female Snail 


From the Sacred Grove, enter 
the door that leads to the 
Temple of Time then head 
down the stairs and to Ifie 
chamber's southwest corner. 
The female snail is on the walil 
next to the stairs. 





B-2a 

zora^s Domain 

Male Dragonfly 


You'll spot the male dragonfly 
in the waterfall basin, in 
Zora's Domain. Svdm across 
the basin to the southwest 
section of the area, where the 
bug is flying around at Hie 
top of a hill 



□ 


Zora's River 

Female Dragonfly 


The female dragonf ly hovers 
around the base of iza'^s boat- 
rental cabin in the zora's 
River area. Since it fifes 
around, it can be trfeky to gee 
without using the Gale 
Boomerang, 
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Advancing Your Skills 


Regardless of tlie order that yoj activate the Howling 
Stones, you'll be taugirt the hidtfeo skills in a set seiuence- 
when you find a Hov/lingstone, you mnst howl into it as a 
wolf and match the howl pattern by pressing the Control 
Stick up or down or (eavingit neutral After you match the 
howf pattern twice, a goltf-en v^olf will appear someivhere 
ill Hyrule, as indicated on your map. The number of the 
Howling Stone corresponds to the number of Llie golden 
v^lf the stone summons, since the. first wolf appears auto¬ 
mat icalSy, them i$ no Howling Stone 01. 


Howiing Stone 
Location 


Golden wolf 
Location 


H IHimnO PUlffR^ OUtOE 


Howl ing Stone 0j6 


Howling Stone 03 


Howling Stone OS 


HO wlrhg stone 04 


Howling Stone 


1 HowlingStone 07 | 


f 


1 

Howling Stone 02 j 



















































































Ending Blow 


vou don't have to activate a HOivlIng Stoite to get the first goMen woff to appear; 
you’ll cross his unavoidable path as youVo heading to the Forest Temple in the Faron 
Woods. When you encounter the wolf, it will leap toward you, and you'll see a vision of an 
undead warrior v/ho will train you to use the. Ending OIow. HeTI also tell you that you can 
learn additional skills by summoning him with howling stones. 


Howling Stone 04 



Helm Splitter 


When you return to Worth Faron Woodson your mission to find the Master 
Svjord, you'll come across another Howling Stone after Midna helps you cross a 
series of gaps. Activating the stone wiH summon the golden wolf to the south of castle 
Town; take the town's south exit and circle around to the east side of the field, vour re^vard 
v^ill he tlie Helm splitter;, a jumping strike to the head that foilo^vs a Shield Attack. 





Howling Stone 05 


Mortal Draw 

you'll find another Howlmgstoit'e near Lake Hylia basin on a cliff south of the 
warp spot; you must climb a ladder to reach it. The nxjst opportune time to reach 
the stone is when you're seeking Auru at the tower. After the stone's actft'aled, you can find 
tlw gold wolf in the northeast section of Genjdo Desert , just before you enter ihe enemy 
encampment- The undead warrior will teach you the Mortal Draw, a powerful suiprise attack. 






Howling Stone 05 


Jump strike 

There's a Howling Stone located in Dtp $nowpeak area: It's to the south of the 
burrow spot that leads to the underground cave. Activtillng the stone will call the 
golden wolf to the graveyard in itakariko Village, v/hen you encounter the wolf, the undead 
warrior will teach you the Jurnp Strike, a more powerful version of Link’s standard jumping 
attack. The Jump Strike is capable of hitting multi pie enemies at once. 



Howling Stone p2 


Shield Attack 

You'll come across the first Howling stone as you're heading to Death Mountain while 
Eldin Province is wrapped in iwilrght. U's located in a rocky area that's filled v/ith 
steam geysers. After you match the howl pattern, the golden ^volf will appear near the Ordon 
spring. Once you restore light to Eldin Province and return to human form, visit the Vi^olf to learn 
the Shield Attack. The skill is good for s-tunning enemies and deflecting projectiles. 




Hnwltng Stone 07 



Great Spin 


The final Howling Stone is on the west side of Hidden VllFage. To reach it. smash 
through the windows of the nearby building: the stone is in the backyard. After you 
activate the stone, the golden wolf will appear in northern Castle Town along the exit that leads 
to Hyrule Castle, The warrior will teach you the Great Spin, a stronger, farther-reaching version 
of the standard spin attack, you can activate the Great Spin only when yourhealth is full. 


HDwIing Stone OS 


Back Slice 

Another Howling Stone is located in the Zora's River area of Lanayru Province. 
You can reach the stone after you've thawed zora's Domain and the river is flow¬ 
ing again; ir$ northeast of iza's cabin. The golden wolf will appear on a platform to the east 
of Castle Town. When you return to human form and approach the wolf, you'll learn the 
Back Slice, which lets you Quickly cirefe around enemies and hit them from behind. 
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carry additional bontbs, arrows, money, and more. 




Vou can acquEre three regular-sized Bomb Bags during the quest. Buy the (irsi one when 
you purchase bombs at Barnes Banih Shop after conquering the Goron Mines. Vau’K get the 
second on* when you help iza unbiock the river in Lanayru Province You can find the third 
one by biowing up the giant underv/ater rock in the throne room of Zona's Ooroain ivith a 
water Bomb. 



If you score 2S paints playing 
IZrVs l^opid Ride minigame, 
you can earn an upgrade 
that doubles the capacity of 
ail your Bomb Bags. 


Agitha in caslie Town vdil 
reward you with bigger wai- 
lets wiven brirtg her 
Golden Bugs. Sheli give you 
the Bigwaiiei (which can 
hoid 600 rupees) when you 
give her your first bug, and a 
Giant wallet (which hoFds 
1,000 rupees) v/hen you give 
her all 24 insects. 




Normally you can carry only 30 arrows, but if you succeed at the 
STAR minigame in Caslie Town, you can enhance your carrying 
capacity When you beat the star minigame the first time, youTt 
earn the Big Quiver, which allows you to carry 60 arrows. When 
you beat tbe game again, you'll get the Giant Quiver, which 


holds 100, A bigger quiver comes in especially handy when 
you Ye exploring the Cave of Ordeals. 



You'11 need the Clowshot to beat the STAB minigame (he " 
first time, and the Doubfe Clawshots to beat it (he sec¬ 
ond time. 



1^1 




The magic armor makes Link completely impervious to damage, but it comes at a price-it liter¬ 
ally runs on rupees. Your rupees will deplete as long as you wear the armor, and your cash will 
disappear faster if you get hit. When you run out of rupees, the armor will stop providing 
protection, and it will slow Link to a crawL 




At Alalo Mart in Kakariko 
Vi I luge you'^ll find the Goron 
elders asking for a 1,000- 
rupeo doniition to help 
restore the west bridge into 
Castte Town, When you give 
them the funds they need, 
they'll request 2,000 mare 
rupees to open a store in 
Castie Town. After you've 
given the Gorons I he cash 
they need, Male Mart wilt 
expand Into Castk Town and 
take over the overpriced 
shop in the south west cor¬ 
ner of lire town square, 
v^herc you can buy the 
armor for S93 rupees. 


Bottles 

YOU can find four bottles as you explore Hyrule. use them to hold fairies, 
Chu Jelly. Lantern Oil, and more. To get the first bottie.goto Sera's shop 
after you catch a fish for Sera's cat in Ordors Village. She'll give you a bot¬ 
tle that's half-filled with milk. You can buy the second bottle from Card, 
the Laniernoil salesirian in Faron Woods. He'll sell you a bottle filled with 
oiifor 100 rupees. For the third bottle, visit Herts's Fishing Hole and head 
to the small bridge on the west side. Bobber-fish qn the west side of the 
bridge,and you'll evefitually reel in a bottle, vou'lt receive the fourth bot¬ 
tle from lovani. Retrieve at least 20 Poe souls, then, return to his house in 
Castle Town. He'll retvaref you with a bottle filled with Fairy Tears. 































































enemies, the Cave of Ordeals lives up to its name. 




once V'ou enter the cave of ordeals, /ou're on your ov^n: there's no v^ay to repfenish your ammo, and fewopportunf 
ties to restore your health. Come prepared with bottles full of healirvg potions, the targest quivers and Bomb Bags 
available, the Magic Armor, and a wallet fall of rupees. You'll also need certain weapons to proceed past every 
loth level: the spinner at level ii. the ball and chain at level 21 . the oominicin Rod at level 31 . and the Double 
Clawshots at level 41, If you aren't properly equipped, ask the Great Fairy to warp you back to the surface. 


When you speak to the Great Fairy at 
every IQth floor^. she^II praise your 
Strength and release fairies into one 
□f the Spirit Springs in the world 
above. After you conquer all £0 floors^ 
the Great Fairy will reward you with 
the Great Fairy Tears, which you can 
replenish at any spirit spring. 



The entrance to the Cave of Ordeals is located at the 
Gerudo Desert warp spot. You^K be able to enter the cave 
once you teleport the piece of Eldin Bridge bach to where it 
belongs—in Hyrule Field in Eldin Province. 


The Ledge Gives you the Edge 


Each floor of the cave has a 
ledge that you'll le^poff of 
before you face the enemies 
below. Use the ledge to scope 
out the situation and to take 
out enemies vrith your bow or 
the Clawshot. If you see espe¬ 
cially tough foes, like the ice 
monsters on floors 35 and 3S. 
equip your Magic Armor. 



i 


Soul Survivors 

If you're trying to track down all of the Poe souls, a visit to the cave of ordeals is a must- 
three Poes are hiding within. You'll find the Poes on floors 17,33, and 44 of the cave. Before 
you wrest the souls from the Poes, it’s best to take out the other enemies in the room. 





Keep Your Distance 

On some floors, certain enemies will remain inert until you get close to them, when you're 
facing the statues on floor 41 or the dragon knights an floor 48, stay close to the wall when 
you drop, and maintain your distance so you won't have to fight ail the enemies at once. 



Dig It! 

The cable's floors are general 
ly devoid of helpful items, but 
if you dig a$ a wolf, you can 
find hearts or rupees on 
some floors. Look for hearts 
on floors S, 18, 22, 37,34, and 
45. and rupees on floors 14 
andS^. 
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Take some time off from saving the kingdom to earn 


rupees, equipment upgrades, and a few Pieces of Heart. 


n 





-Fowl 


Enter the tent just south of Castle Town’s east road to participate in a shiny-orb-cQlleclion 
game. You'll pay lO rupees to enter the cage for 30 seconds of action.The Ciawshot puls 
the goal in your grasp. The Double Cfawshots increase your chances. You'll earn a 60-arrow 
quiwr for your first victory. Play again {for 15 rupees) to try for a lOO^arrow quiver. 


when you taJte Fyer's normal cannon f fight in lake Myiia. youll land at Faibi's cl if flop loca- 
lion. There you can pay 20 rupees to fly with a Cucco down to the vt^ater and attempt to fand 
on an ascending series of prize piatforms. The key to an accurate fhgbt h to regulate your 
speed as you drop. Press up to increase yourspeed. Press dotvn to decrease it. 
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start by climbing onto the first pfalferm, lurn toward the center, then engage your 
Clawshot. Grapple to the cage waif while aiming for ihe orbs. You should be able lo grab 
at least two orbs per flight. 





After you jump off the lodge, you'll see rupee symbols to the left and right. Collect them 
if you wish, but don't lose sight of the platforms straight ahead. Landing on ilie rotating 
top platforms earns you 100 rupees. The platform below lhat has a Piece of Heart. 

There's a natural' rock tower 
south and slightly east of 
the starting place. If you 
land on the tower Ihcn hit 
all of the Flying Guays in the 
area with arrows, rupees 
will rain down into the 
water below. Dive in and 
take an GD-rupee swim. 




Parrot Plummoversees a 


game that lakes you on a 
flight from Lake Hylia to the 
bora’s River area, vouK initi¬ 
ate the game by howling at 
Plumm's location on the lake's 
west shore. The object is to 
pop fruit^shaped balloons a$ 
you Fly You'll rack up a big 
score by going for a single bah 
loon type. The per-pop maxi- 
mu m for watermelons is Sl2 
points. For oranges it's 1,536 
points. For strawberries it's 
5,120 points. You'II get a Piece 
of Heart for scoring lo.ooo 
points, or more on a run, and 
100 rupees for every score- 
topping run after that. 


















































































Afteryou've conquered the snowpeak Ruins and claimed the second Mirror Shard, you can race the yetis in a free sledding 
competition. You'll find the couple at the top of ^nowpeak, up the tiilJ next to the warp poinL If you talk to Veto, the male 
yeif, hell challenge you to a race. After you beat him, you can race his wife. veta. who's much faster Once you're on your 
frozen leaf, move left or right with the Control Stick and press the A Sutton to crouch, then release it to jump. 

Q There are three sections of the course that you can use 
to your advantage, the first Is right after the initial gap, 
Crouch as you go dov^f> the hilt then Jump onto the right 
snow embankmenl. Stay on ihe embankment as you make 
the right lurn, and jump off so you land centered on the 
course as you near the bridge. 




Q The second important 
spot is right alter the tree 
field. Stay to Ihe right and 
crouch as you go down the 
slope, then jump onto the 
right snow bank^ Stay on 
the snow bank and foliow 
the trail of rupees left onto 
an overpass—using this 
shortcut is the only way to 
beat Yc la. 



Snowpeak Sledding Run 


Snowpeak 


l^iiilsh 



O The third tricky spot is on the finol left curve, as you 
enter the turn. Jump onto the left embankment to maintain 
your speed without cfashing. V/hen you come off the 
embankment^ stay centered and don't hit the guardrails on 
the bridge or you'll probably get knocked off your leaf. The 
reward for defeating both yetis is a Piece of Heart. 


Iza’s Rapid Ride 

iza's boat-rental concession is in the Upper Zora's River area. After you defeat shadow 
beings in the area then take a ride to clear aivay rocks for fza (earning you a Bomb Bag), the 
styltshly quaffed shopkeeper will challenge you to hit targets vrhile floatirig downriver. The 
game costs 20 rupees. A 25-po1nt total earns you a size upgrade for all your Bomb Bags, 
then 50 rupees. 




Grccn-ycIloW targets arc worth one point. Red targets arc Worth two. If you hit the wall, 
you'll lose a point. Concentrate on steering the canoe. If you pass a target while avoiding 
an obstacle, you'll still have a chance to hit it by pivoting in the canoe. 




























































Gdng up against tha villainsd 
HVfule is ore kind of chal- 
fenge. Fishing for the HyJian 
(oacii is an emiroly djf^erent 
kind of cliallange. Wheti you 
wa nt to take 3 breather from 
your odvomuro, head up to the 
fishing hole north of upper 
Zora's River or drop a I ine in 
any of several bodies of vvater, 
with tiK remote aiyour rod 
and the nunchuk as your reel, 
the game provides an authen¬ 
tic fishing skpertence. 



Finding Fish 

Where there's water, there 
are fish, you cam use the 
standard rod to bobber-fish 
anywhere you please, Includ* 
ing Ordon Village and Upper 
Zora’s River Bee larva or 
worms {for bait) will help you 
catch bigger fish. The only 
place for ture-fisliing twhich 
requires a canoe) is the fish¬ 
ing hole. Give Hena 20 
rupees for a lure-rod rental. 



i' 


Various Lures 

There are five types of lure. The siandard three are the shimmer fan all-around good lure), the popper (which attracts deep¬ 
swimming fish), and the spinner (good for catching skittish fish). You can get the frog lure by playing the Rollgoal game (see 
below). Once you've fure-fished fora pike, a catfish, and a bass, youTP find the sinking fure in the fishing hole's northwest-comer 
cove by dropping a bobber line, if Hena sees you using ir, 1 hough, she'll take it away. 


The Fishof Hyrule 

You’ll catch e Greengill and a ReekFish as part of the stop/, 
but there are other fish to catch too. vour finds appear in 
your fish journal, and the largest examples of fish that 
you've caught through lure-fishing go into Hena's aquari¬ 
um. There are sorne unusual fish (Bomb Fish-v/htch you 
keep in your Bomb Bag-and Skull Fish) in the Lakebed 
Temple. You’li throw them back. 


Greengill 

The Greengill is a commoin specimen found, in the Kakariko 
Village lake. At tl‘ie beginning of the adventure, yoti'li catch 
one from a dock to make Sera’s cat return lo the shop. 



Hyrule Bass 

If you're bobber-fishing around Hiyrule, look for bass in 
Kakariko Viltage, voull also find’ them in the fishing hole. 
The frog fure and swimmer lure are both good choices to 
take on bass-fishing trips. 

Hylian Loach 

crawl through a bole in the Kakariko village graveyard to 
catch a baby loach near zora’s tomb, or go to the fishing 
hole's oortliern cove during tho summer to find the big one. 
( 7 lie seasons change O'^ery time you enter the fishing hole 
area.) Use the frog lure or sinking lure for tiie job. 



I The Rollgoal 

5 Gy exploring Hena's shop, 'you’ll discover a game that involves rollinga marble on a wooden path, PressC to Took at the 
! Rollgoal, and pay five rupees to give ii a whirl, if you're successful, you’ll earn lO rupees and a chance to try a trickier puzzle 

I once you've left and returned to the shop. After you've gone througft eight puzzles. Hcna will give you the frog lure. 

The goal of the game is 10 guide a ball along a narrow path 
by tilting the remote. Start out slowly. There's a time limit, 
but it vron't be a big factor until you get to the really corTt’- 
plex paths. When negotiating tight turns, try stuttered 
movemerrts to tilt the playing field by small increments, 
and move Ihe Control Slick to correct Ihe camera. At smalt 
hills, rock the remote back ond forth 10 build, momentum. 



Hylian Pike 

Pike s'A'int around the Upper Zora's River area, when you're 
lure-fishing for tlie nervous fish ar the fishing hole, the 
spinner lure will help you. 


Ordon Catfish 

You'll find catfish in the deepest sections of the Ordon 
village waters and in the fisliing hole. Use the popper lure 
an the fishing hole to attract them to the surface. 

Reekfish 

The red fish of Zora's Domain are a yeti favorite. While 
^tm're searching for the Snovvpeak Ruins, you'll catch a 
Reekfish by dropping the coral lure into the v/ater near the 
area’s mother-and-child rock formations. 


























































































Control Cubed 


Though the Wit and GCN versions have strong similarities, 
they differ greatly in play control. Here's the lowdown. 



' Tcggte ftem-^lcaioni screen on/off 
■ Sk(p cut'-scene 


O 



* fMave camera 


* Pcrfonn actiorryconfirmi 


f - 

* a^n item 


‘Toggle _J I !_ *Ac«se 

onscreen |“ “J overworld 

mapon/off map 

* Soled an item 


Controls 

Some of the Wif and GCN controls are related. 
Tlie control stick and A Buttons, for eJ<ample, 
have the same functions. And whereas pressing 
C. in the Wii game adjusts the camera, vou 
nianipulate the C Stick in the GCN verscon. The 
biggest differences are in the attacks. The GCN 
controls are as follows. For Wii controls, turni to 
page 6- 


' Assign Item to X stot 
«Activate ivolt's senses 


* Use with other buttons 
for combo attacks 


' Talk to Midna {Hint} 


Assign item to Y slot 
Digas wolf 


> strafe {Lock onji 


Move 


* Switch camera tatlrst^peTsari view 


\ ■wi* I I I m 



I in human form, Link is a sword-v/ielding. bow-hgnting. adventuring hero. There's no stop- 
j ping him when he's on a roil, He doesn’t have animal i nscincts like his wolf counterpart, but 
he does have a full arsenal of weapons and tools. 

I Walk and Roll ^ * © 

The Control Stick handles alt basic movemeni. including climbing over obstacles and jump¬ 
ing tn^er gaps. Press the A Button while you’re moving to make Link roll. The A Sutton alone 
handies most interactions with people and objects. Lise it to converse with villagers, pick up 
I pots, and even crawl i nto na rrow spaces, 

b 

I 

j Sidestep ^ + «0^ + © 

The evasive sidestepping maneuver provides a great way for you to avoid attacks but stay 
on target for counter swipes.. Press and hold the L Button then press left or right on the 
Control Pad and push the A Button. 



The backflip is closely related to Link's sidestepping move. Press and hold L then press 
down on the control stick and push the a Button. Link will jump back and flip. 

Slice ® 

Press B to slice with your swrd. A quick tap of the button triggers a backhand motion. A 
slightly longer press of the button triggers a forehand motion. 



The surprising sword thrust Is always fight on target. Press and hold L, press up on the 
Control Pad, and tap B. if you perform the move four times in a row. Link will put a little 
extra effort into his forward thrust with the last move. 

Jump Attack ^ + 0 

Much more powerful than a standard attack, the jump attack is a great move for when you 
are within reach of multiple tai^ets. Press and hold L then press A. Link v/ill jump and slice. 
Keep pressing L after the first foe is down to tai^et the next enemy automatically. 
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Spin Attack ® 

The 360‘[Jegree sword spin and swipe ts a ver^' effective way to hit several enemies with 
one maneuver. Its only drawback is the time that ii takes to ch<irge. Press and hold B, wait . 
fora shimmer to travel to the end of Link's swords ihen fet go. Alternatively, you can spin 
the Control Stick 360 degrees and press 6, 

Aim and Fire cPor® + 

Every projectile weapon or tool uses t he sam-e basic controls, once you have the item 
mapped to the X or Y Button, press and hold that button to go into aiming mode. Use- the 
Control stick to aim, tl^en release the button to fire. Some items, such as the Clav/shot, 
show you aiming reticles. Others, such as the bov^, don’t. 



The four-legged hero runs Quicklyand attacks with fury. Passenger Midna rides along for 
support. Press I (o start a conversation with her or to get her help after she calis, in the wii 
version, she giggles, in the GCN version, a whistling sound gets your attention. 

Move and I nteract '^9’^ * © 

use the Control Stick to make Link’s canine form run and climb. Press A while the dog is 
moving to have him Charge, The A Button alone lets you interact with the environment: talk 
to animals, cravd through light openings, pick up objects, and open treasure chests, among 
other actions. 

Sidestep ^ + © 

Whether Link is in human form or canine form, his sidesteppingmaneuver is a good evasive 
tactic. Hold the L Button then press left or right on the Control Stickand depresstho A Button, 


Jump Back/Backflip ^*(D*(D 

The wolf can pull off two backward-moving maneuvers. Hold L then press down and push a 
once to have the wolf jump back, or double-tap A to make him flip backwards. 


Bite © 

The wolf's basic attack is a lunging bite. Press B to have him surge forth svith his teeth and 
claivs. If you pull off a bits move three times in quick succession, the fourth move will be a 
spinning taif whip. 

Jump Attack 

The powerful jump attack is feared by both ground-dwelling enemies and hovering foes- 
press and hold L to target your enemy then press A to make- the wolf pounce. He vdll grab 
onto some enemies with his claws. Press A repeatedly to perform a sustained biting attack. 

Dark-Energy Attack © 

The same controls that call Link's spin attack trigger a dark-energy attack when Midna is 
your passenger. Press and hold B to charge up the attack and spread the dark energy. When 
you release the button, the wolf will pounce on all enemies touched by the darkness. 

Assisted lumps + + © 

Sometimes v^he^ you are looking over a wide gap. Midna will call and a Z Button icon will 
appear, indicating that your companion can help you clear the gap. f^ress 1, then hold L and 
press A to Jump, if Midna flies off to anoilier location, press A again to keep up. 

Canine Specialties cP and ^ 

The wolf has enhanced senses that help him detect Poes, special scents, and places where 
he can dig for treasure or burrow into tunnels. Press x to engage those senses. Then press v 
CO dig at places where your enhanced vision makes spots on the ground sparkle. 


Your path will cross with that of Che golden wolf several times during the adventure if you 
take the time to make lupine music at Howling Stones, By getting the shiny wolf's attention, 
you'd be able to learn seven hidden skills, ^ee page 160 for more detaffs. 

Ending Blow + O 

Your first hidden skill (and the only one that you will have to learn as partofthe 5 corv)isa 
finishing move. After you’ve knocked your foe to the ground, hold L to target the creature, 
then press A to Jump and plant the sword in your prey. 

Shield Attack ^ 

Your sword isn't the only close-contact \^'eapo^ in your arsenal you can knock enemies sense¬ 
less ordeffect their projectiles with you r shield. Hold L to target ch-efoe then press R to push 
out v/ith the shield, a direct hit will stun your enemy and make it vulnerable to more attacks. 

Back Slice ^ + © + O + ® 

The Back Slice has you moving around your enemy and hitting it from behind, press l to tar¬ 
get VbOf foe, then press left or raghton the Control Stick and push A to jump to the side. 
Press A again to roh behind the enemy, and finish off with a B-Button swirling slash. 

Helm Splitter 

You’ve already fearned the Shield Attack. Novr take it one step farther. Hold L then press R 
to hit your enemy with your shield. Once your target is stunned, press A to make Link jump 
over the foe. hitting Its head with his sword as he flies. 

Mortal Draw 0 

Approach your foe with your weapon sheathed. Don't target the enemy. V/ait for it to 
lunge toward you, then press a. You’ll pull out your sword and defeat the creature with a 
single slice, 

lump Strike ^*0 

The ultimate jumpingattack allows you to hit one enemy very hard, or strike a group of 
enemies with a single blow. Target by holding L: then press and hold A, and release A once 
you're charged up. Link will jump and sviiingv/ide, hitting everythfng in his way. 

Great Spin ® 

The Great spin is a beefed-up spin attack that lets you cut through every enemy within 
range. Press and hold A then let go once the shimmeriing light travels to the end of Link's 
sword. The surrounding enemies will suffer a brutal blow. 



YOU can fish for fun at several Hyrule locations, and lo advance the story in Ordon Village 
and onyour v/ay to Snowpeak Ruins, Your standard rod allov/s for bobber-fishing. A rented 
rod (at the fishing hole) allows you to fish with lures. 

Bobber-Fishing ^ ^ 

Your first fishing ejtperience will be with a bobber rod. Select it from your list of itcitiiS and 
assign it to the x or v Button, Press that button eo equip it, then use the C Stick to cast out 
and pull in the line. 

Lure-Fishing @+{^ + @ 

You'it rent a canoe and a lure rod from Hena at thefishing hole. Manipulate the Control 
Stick to paddle the canoe, then press B to equip the rod. Pull back the C Stick then let go of 
it to cast a line. When the line is in the water, rntyre the lure with the Control Stick, Press B to 
reel it in. or wait for a bite. Once you have a bite, manipulate the Control Stick, the B Button, 
and the A Button to match the instructions on the bottom of the screen. 



























Overworld Maps 


The GameCube version of Twilight Princess is just as vast as its Wit counterpart. Use the 
overworld maps to navigate Hprule's fields and locate hidden items like Pieces of Heart, 



Zora's Domam 


Peak Province 



Kakarlko Village 


* 1 

_ d_ i 


FaronV 

Voods 


Link is a Ififty m the GCN versior of The 
Legenct of Zetda: T\viligjit Princess tas he 
has appeared in previous Legend of zelda 
adventures), but has becomo right-handed 
for the game's Wii version to Gotiform to the 
remote-swinging control scheme. The dif¬ 
ference has fed to a direction reversal 
bet^veen tire two versions, what is east in 
the GCM version is west in the wii V'ersion, 
and vice versa. The following maps for the 
GCM version reflect that chan.ge. 



Ordona Province 
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to Unayni Province 


PmBMIMl 
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OveriDQrM Maps 
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to Lanayru Province 


KowUng Stone 


Hyrule Field 


HowHng Stone 


Death Mountain 


Kakariko Village 


Hyrule Field 


to Faron Province 
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H>12 
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Overworld Maps 


Kakanko Vili^e Datail 


Co Doath MotiEttain 


to Hyrule Ffeld 
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Lake Hylia (full) 


Howling Stone 


Howling Stone 


Hyrule Field 


Hyrule Field 


Lana3^ Province 


Zora’s Domain 


zora^s River 


1 


to Faron province 
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Castle Town 


Castle Underground Channel 


Castle Sewers 






Castle Rooftops 


re-* 


to £]dJit Province 



to Faron Province 


















































































Mirror chamber 
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Dungeon Maps 


Use the following maps to locate every dungeon in the GameCube version 
of Twilight Princess, andfind the essential items within each. 



to Hyriite Castle 



to Snowoeak Ruins 


to Goron Mines 


to Arbiter's Grounds 


to Lakebed Temple 


to City in the Sky 


to Forest Temple 


to Temple of Time 


to Palace of Twili^f 
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BAMECUBE. 



Dungeon Mops 




Twilit Paraiite-Diabaha 1 


Monkey 


Monkey 


Cale Boomerang 


Monkey 


Monkey 


Monkey 




Entraiife 


Forest Temple 


H-02 


Monkey 


Monkey 


Monkey 


T' 
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DtmgemtMaps 



Lakebed Temple if 




Lakebed Temple 4F 






Lakebed Temple 3F 


4 





Lakebed Temple Bl 




Lakebed Temple 2F 


Lakebed Temple B2 









X 
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Arbiter’s Grounds 





































































































Ordon Goat Cheese 


Snowpeak Ruins IF 


Snowpeak Ruins 2F 


Ball and Chain 


Bedroom Key 


Entrance 
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Dungeon Maps 

Snowpeak Ruins 






Snowpeak Ruins SF 


/ 

i . 


Twilit Ece Mas 

;5-Bflzzeta 
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Temple of Ti me if 


Temple of Time 2F 


Temple of Time 3F 
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City in the Sky 2F 





City in the Sky B3 



City in the Sky SF 

















































































Palace of Twilight IF 




Palace of Twilight 2F 



Palace of Twilight 4F 
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Hyrule Castle 2F 



BungemMaps 

































































P^06 


P05 


P-^7 


P*49 


P‘24 


P>2S 


City in the Sky 


P-tiO 


P-20 


P49 


P-SO 


P-21 


P-29 


P-IS 


Poe Souls & Golden Bugs 


Golden 


Bugs during his quest. Pinpoint their locations with these maps. 


Poe Souls 


Snowpeak Ruins 


Cave of Ordeals 


Temple of Time 


Sacred Woods 


P-46 
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Poe SQuh & Golden Bugs 
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Map Key 


Weapons and Tools 


# 

Ball and Chain 


§ 

Bottle 



Clawshot 

i 

V 

Coral Earring 

/ 

J. 

V 

Dominion Rod 



Double clawshots 

/ 

\ 

Gale Boomerang 

Y 

p 

Hawkeye 


fN 

Hero’s Bow 

[n 

1 ^ 
'4 

Horse Call 

9 


Hylian Shield 


Iron Boots 


Lantern 


Master Sword 


Ordon Shield 


Ordon Sword 


Slingshot 


Wooden sword 


Zora's Armor 


Perishables 
Arrows 


/ 




Bombs 



Bomblings 


Water Bombs 


Rupees 




Q % d (I 


10 20 so 100 200 


Overworld Items 
Golden Wolf 



Howling Stone 


192 


Item Types 


iM 


it&ms foiifid in treasure chests are identified by boxes with a 
semicincie on top. Square boxes represent items that you'll 
acquire in other ways. 





B^l 


P-01 


H*01 


You can locate Pieces of Heart (H^Ol through H-45)^ Golden Bugs 
(B'CH through 6-24), and Poe Souls (P’Ol through p-60) in boxes 
like these^ See the Adventurer's Appendix for details. 


Dungeon Items 
Big Key 


7 


Bedroom Key 



Compass 





Dungeon Map 


Quest Items 

Ashei’s Sketch 






Auru’s Memo 


Ancient Sky Book 



Doctor’s Invoice 




Fused Shadow 



Key Shard 




Mirror Shard 


Monkey 



Heart Container 




Ooccoo 


I 


Small Key 



Ordon Goat Cheese 


Poe Soul 



Pumpkin 


Reekfish 


5i'i Yf 


t 


Renado’s Letter 



Shadow Crystal 



Wooden Figure 
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